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The very best in arcade action- 



IS brought lo you by Tansoft - the specialists of the Oric-1 






Rat Splat 

A revolting game 

Splat the rats in the sewer before 
. ley consume the cheese, and destroy the monsters 
f before they consume you! 48K. £7.95. 




or let's get down to busjness! 

Tansoft produce a wealth of business and utility software to cater for '^f 

every interest. The 'not so' games-minded people may be ^ ■ n '. 

coming to grips with:- 

Author: A powerful word-processor program which 

includes word-wrap and word-count. Ideal for letters and 

reports. 48K. £14.50. 

Oric Calc; A full spread-sheet program allows you to sum 

columns or rows and apply complex formulae. 48K. £14.50. 

Oric Cad: A computer aided design program for displaying, 

rotating, enlarging and shading objects on the screen. 

48K. £9.99. 

For the full range of Tansoft software - which currently 

numbers over 20 titles - pick up a catalogue in your local 

ComputerStoreorcontactTansoft at Unit 1, 

The Techno Park, 545 Newmarket Road, Camtjridge. 

Tel. Teversham (02205) 2261. 





Tstri' 



T 



Che Re e 





Keep those 
letters 
coming in! 



Putting together an issue of TV Gamer is a lot of fun — after oil there oren't 
many people who get poid to play video games! But the best port of our 
"work" IS to read the letters we get from readers, Thot's not to soy that they are 
all full of proise but we certainly know what you think of the mag, and that 
gives us confidence to give you whot you want. 

Most readers like the new features and enioy reoding about arcade games 
and the vast hoard of cassette gomes now available for the ordinary home 
computers, but some ore still worried that we will abandon cartridge gomes. Of 
course we won't. We know thot most home computer owners hove o VCS or 
other dedicated gome system too. And if anyone tells you that carts ore dead, 
osk them what planet they come from. New games like Pitfall II, Space Shuttle, 
Hero, Rocky and Treasures of Tannin all point to a continuing healthy fanship 

We had 1 1 00 votes for our "gome of the year" competition, the results of 
which we hove published in this issue. Congrots to Activision for Pilfall, the 
overall winner. And now that they have announced the release of Pilfall II, we'll 
be running on in-depth review of it in o later issue. Certainly the review will 
hove to be very good indeed to equal Dove Bishop's in-depth of Pitfall in our 
Morch issue. 

We've lined up two very different stors for you in this issue — Chris Tarrant, of 
Tiswas, OTT and more recently TV -AM fame, to tell of the making of the world's 
strangest video, and Steve Kitchen, who spoke to Dorrin Wlliamson for so long 
on o transatlantic link, that British Telecom will be presenting him with a special 
gold ploted receiver. We've invited Steve to prepare on in-depth review of his own 
gome. Space Shuttle, which will be well worth looking out for in our July issue. 

Much of this issue is token up by adventure gomes, led by our adventure gomes 
expert Mike Lewis and ably supported by arcade-adventure reviews from 
Kevin Knight, Dave Bishop and David Harvey, Incidentally, David has also 
been working owoy at Star Raiders for the space-game tons. 

Even Andy fHorris, our intrepid arcode odventurer, couldn't resist a special 
review of Drogon'jia/r which is so spectacular that Mike Lewis moy hove to 
alter his definition of an "arcode" odventure. 

For those readers still onxiously waiting lo hear whether they've won any of 
the winter competition prizes, alas, because each winner is selected by a 
different manufacturer, if s taking longer Ihon we thought to sort everyone out. 
Next month, I promise! 
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EXCLUSIVE 



ar programmer Steve Kitchen has be 
talking to TV Gamer's Darrin Williamson 
about the making of Activision's Space 
Shuttle. 



If one single cortridge has made 
on Impad over the lost few months 
it's Space Sfiutffe, which is 
robabiy the most challenging game 
voilable for the VCS, combining the 
ie of a standard joystickaswellosjust 
oboul every other function the VCS has 
o offer. The man behind the game is 
iteve Kitchen, one of Activision's 
"ecent additions to its olreody highly 
iccloimed software development team. 
Not surprisingly Space Shuttle is not 
Steve's first game. In fact, he has been 
involved in computers since his teens 
when he designed his own computer 
called the MANIAC (which stands for 
the Mathematical AlphaNumericol 
Integrated Anolog Computer], which 
is quite a feat for a teenager. AFter all, 
how mony people do you know who 
design Iheir own computers in their 
spare time? Then in 1 977 he designed 
an LED hand-held gome for Porker 
colled Cue-Bail which was o roaring 
success in the States os well as over 

Games contribution to the space 
race: Kitchen tells NASA how 
best to land the real shuttle. 



here. After that, he and his brother 
Gory joined the design teom of Coleco 
' ;re they produced VCS versions of 
Donkey Kong ond Carnival (where 
'■ -e hid his nome). Both these cor- 
fridges are doing very well even though 
they hove been in the States for nearly 



(/et to be released). During that time 
Steve begon researching his idea for a 
space shuttle gome. The best place to 
start was, of course, NASA, in Florida, 
where he spent many flight hours in the 
cockpit of the space shuttle flight simu- 
lators. Having become something of a 
dob hand at (hat, he then collected all 
he could on the Shuttle to make (he 
game as reolislic os possible within the 
limitotions of the VCS system. Steve 
reckons his librory on Enterprise, 
Columbia, Challenger and all the 
other shuttles is second to none. 

Then come the tricky port - the pro- 
gramming—which took something like 
two years to perfect (longer than many 
films take to make!) and many long 
hours spent in the 'Cove' (more obout 

Programming took two years, 
says Steve. 



that la 



-). Whilst 



thre 



, and o' 



-afore 



After that Steve and Gory left Coleco 

to join Activision. Gory went to work 

I Keystone (Copers (releosed lost 

mmer) and then Pressure Cooker 



?9N 



the gar 

NASA to cnecK out laeos on me simu- 
lator and in conjunction with the 
technical stoff at NASA. When the 
gome was as good as finished, Steve 
look it to NASA to see what the teal 
astronauts thought of it. The verdict: 
pretty good. The astronaut who got 
the highest score was Sally Ride, the 
first femole member of the shuttle 
crew. Apparently there aren't any 
easter eggs (names etc.) in Shuttle 
although there is one interesting quirk 
in the program which proved quite 
useful to both the gamer and NASA. 

The story began when Steve was 
playing with Spoce Shuttle ond 
discovered that there was a way of 
landing it on bock-up engines olone. 




which saves on awful bl of fuel Upon progrommers' fave choc bors oi 

discovering this, Steve contoded NASA Hershey Bars (fother like Nestles Bot 

and told them thot It was possible to do and Snickers (the US equivalent I 

this on his gome, was the some true of Marathon), 
the main shuttle simulator? NASA 



imrnmi 




X 



would try it onyway. They tried and to 



theii 



It Steve-; 






king 



s token up mostly by 



i\ thing. Foi 



octuolly worfu 

mode to the shuttle flight manual, 
instructing real pilots how this is done. 
Steve sees this as the VCS gome giving 
bock something to the reol thing in 



nonploce], although Steve does 
play video gomes for reloxolion. Apart 
from his own games, his current favour- 
ites are Rrver Raid and Keystone 
Kapen (his brother's wort). Just recently, 
Steve has come back from a much- 
deserved holiday at Deoth Valley 
I Park (!) which is his personal 



5 the Cave 

where the moinframe is kept. The Cove 
is used not only by Steve but by Dovid 
Crane (creator of Pitfo/f, Decal/ifon 
and Pitfe// 2), and Alan Miller (creator 
of Starmaster and Robot lank). There 
ar. no window (loo di.lroclingl ond 
one door which is kept locked. The 
only light comes from the glow of the 
' 'i called 



favo 



t. There 

■hing (ev 



1 the 



odditis 



o the des 



popers are o couple of days old 
before they get there). 

Now he's bock working on his second 
game under the Activision banner. 
Whol's it about? Well, he's not giving 



e did tt 



e that it 



Top astronaut scorer: Sally Ride, 
Rrst female member of the 
shuttle crew. 



with computers on them, there ore 
shelves housing reference books. At 
the moment, much of this spoce is 
token up with stuff on the shuttle, but 
Steve will have to take oil that home to 
make room for different reference 
works for future gomes. The floor tends 
to be littered with metres and metres of 
computer printout, empty Coca Cola 
cons (the only thing thot keeps bus/ 
programmers like Kitchen, Crone and 
)wake during the wee small 



hours] 



and 



late 



-oppers. 

Apparently programmers hove this 
craving for chocs whilst they bosh 
away atthe keyboard. Steve thinks this 
is due to the energy programmers 
bum up when they program. The 



was going to be onother spoce gome 
of similar complexity but more fontosy- 
oriented. It will be on the VCS - which 
incidentally is the game system Steve 
likes the best. Why? Because he feels it 
is one ot the most flexible systems to 
work with, despite memory restriction. 
He also likes the fact that on the Atari 
VCS (and HCS for that matter), you 
can select different intensities of colour 
OS well as different colours which he 
thinks gives a gome an eittro dimension. 
No other system has this option which 
Steve finds bewildering. "Even Com- 
modore 64 grophics don't look as 
good becouse they look so flat". On 
the sub|ect of other systems, though, 
the good news is that plons ore under 
way to translate Spoce Shuttle onto 
other systems such as the Atari HCS. 
the Adam etc, Steve doesn't think that 
the VCS is deod by any means, "Don't 
put it in the closet yet, there's still lots 
we can do with it," he says. D 
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NewproductslromAcorn 
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wiiJ greatly enhan 
games capability of ,he 
BBC model B, For stamrs 

me processor will oijow 

as fast (although machtl^ 
code programs will oril- 
mn about □ ihird fasten ■"' 
I ITS means thai gam ■ 
progroms will be th'- 
much Jasler and more chal ' 
lenglng: li nothing else ■ 
means that old boriiicjDK, 
grams thai you've m,-..- 
'ered con come out ol COM 
3toragB and be played wiili 
renewed miereal. The sec- 
ond and most important 
advantage ol (he second 
processor ,s that you have, 
□cceas lo a lot more RAM 
than with a conventional 
fieeb.Aa much as 40K will 
be available (or program- 
ming which will come in 



3r should be i,re 
Ihe shops I 



product Acorn have an- 

nouriced which allhough 

iiol directly beneljciai to 

he gamer It, 31111 a lot of fun 

"se If you ve gol (he 

money The Bitatick is (he 

<'-, -lpiiien( to the CAD 

I ' hal IE Q CAD 

fiear you ask. 



lech meal 
'asily be 

Q high 



Euper-sophisticaled drai 
mg system (Ihe CAD stani 
lor Computer Aided D, 
sign), which allows you i 
draw intricate and colou 
ful drawings using oil , 

In addition to just usin, 
the Bilstick os 
Etch-a -Sketch, 
drawings can 

produced and ,o a nig, 
standard, thanks toabulli 
in library of circuit sym- 
bols and other such item^- 
lou also have Ihe ability lo 
zoom in on certain details 
and tidy ihem up Thi- 
may bec-mp ery la 
o a game p aye 
ad en e game //h 



ke 
i-'i the price range oi 

-'St gamers- (he complete 
item (excluding the Beeb) 
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WORLD'S 
FIRST EPIC 

A "worlds Ural" is daim^" I 
by Beyond Software ioi it:' 
newest gome, The Lonii 
of Midnight. Soid lo bo u 
step tieyond more odven- 
lure games, the program 
"itnows" where the charac- 
ter Is on Ihe map. checks 
Ihe direction he la facing 
and draws the whole scene, 
foreground to background, 
in perspecdve. 

The new programming 
technique, called "land- 
scaping" means that 
y time you leave a 

from a different direction il 
will be drawn again from 
a dillerenl background. 

The different elements 
of each scene, citadels, 
igloos, lakes, icy wastes 
ruins, armies, villages! 
caverns and Ihe like can 
make up a possible 3200(1 



JUST WHEN 'i 

YOU THOUOHT .,.. J 
IT WAS SAFE >M 
TO OO BACK INTO 
THE JUNOLE. 
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This month 
arcade adventure. 
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Raiders 



H f there were on award cer- I 
emony for home video games 
(especially space ones], Sfarifcddere 
would wm hands down. As a matter | 
□f fad, Star Haiders was voted 1982's 
Compuler Game of Ihe Year and 
you hove on!y lo see it in aclion i.o 



realise why. A space game enlhua- I 
tasl wilhoul Star Haiders is like a 
square Pac-Mon - quite hard lo 
come by. 

In Star Haiders, the player is put 
□t the controls of Stat Cruiser 7, a 
space ship with o diilerence. Unlike I 
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conventional space games where 
the ship Is visibleon the screen, Star 
Haiders actually puts you in the 
ship. Your TV screen is used as your 
window into space, so you can now 
sit back on your sofa and, tn the 
comlart of your own house, bK^me 
the neitt Luke Skywalter - until it's 
lime for tea. 

The obiect oi the game (or should 
i say , the purpose of your mission) is 
to destroy the Zylon Empire, What's 
a Zylon, I hear you ask? Well, Atari 
don't actually say; they tell you 
what a Zylon fighter is but not a 
Zylon itself. For all we Icnow Ihey 
could be a whole race of Terry 
WogcnsI But whatever they are, 
(hey are not nice. Wecan tell this by 
their hobby, which - slates the 
manual - is to destroy 
IS we know it. So far- (he 
manual continues - only 
three fends ot Zylon fighters have 
been observed. These are Base 
Stars, CroiseTs and Fightei 



e Stat 



3oks like a 



weird-shaped biscuit which you 
might find in a very select delica- 
tessen. These cookie- type creatures 
are the fiercest aliens you will find 
m Star Rcfide/s, They move at a. 
very high speed and, in addition, 
hove shields to protect themselves. 
It that's not enough, the only way in 
which they can be destroyed is at a 
very close range. 

Cruisers don't resemble anything 
in particular, |ust a piece of old iron 
laent into a strange shape. These odd 
aliens will not attack unless attacked 
in:;!. Some ol thorn have designated 

Finally, there's fighters - look 
familiar, do they? Ol course they 
do. These are not Zylon fighters but 
good old TlE-fighters from the movie 
Star Wars. These aliens are quite 
popular and appear in a number of 
other games as well. Not as elusive 
as Base Stars or Cruisers bul still a 
lough target. Fighters are designed 
for high-speed attacks and are jusl 
as deadly as their fellow ships. 

Star Crufser 7 La lucky enough to 
be equipped with a highly sophis- 
heated computer which gives out 
vital intormatlon for the player's 
survival. This trusty piece ol machin- 
ery takes some time to master and it 
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SPECIFICA TION 

- NAME: STAR RAIDERS. _: 

- SUPPLIER; ATARI 
" PRICE: £29.95 
;-FORWATi ATARI HCSl 



is vital to learn how to use it properly 
before going on a mission. Failure 
to do so will result in some such 
message appearing on the screen 
as: "Star Cruiser 7 destroyed by 
Zylon fire". And if the computer is 
feeling in a particularly truculent 
mood that day, the final message 
may also read "Report to base tor 
training" . 

As well as the aliens. Asteroids 
appear now and again (usually at 
the mast inopportune times) when 
cruising through sectors, just to 
make life that little bit more difficult 
to survive. A word of warning here, 
don't be caught with your shields 



down. Asteroids can do jusl as 
much damage as Zylon craft. 

Now onto the Star Bases; they are 
your main source ol survival in Star 
Raiders. They allow you to slop off 
for repairs and to refuel, but aa 
usual the Zylons are all around to 
put a slop to the tun. The Zylons will 
show you a devious lillle tnck which 
they invented all by Ihemaelves - 
surrounding a friendly Star Base. 
Then you have exactly one minute 
to go to that Star base and destroy il 
yourself, because if the Zylons get 
there first they will create another 
two Zylon craft out of the debris. 

The directions in which you move 
the joystick to travel may also lead 
to confusion. To dive, push forward 
and to cfimb pull track. To turn either 
left or right, push the joystick in the 
appropriate directiona. TTiose move- 
ments are for the forward view Into 
space, put It is also possible to see 
whal's behind your ship by using 
Iheaft-vifwiiin.-i.-in "" H,ii.iri this, 
afl the |o.'-' I ive to 

berevci;^ i-^od 

iorfinng ]■! ■ ."lies). 

in Star Raiders whirh ot.:- novice, 
pilot, warrior and commander. At 
the end ol a game, whether com- 
pleted or not, you are given a rank. 
This depends on your periormance 
in game ploy, based on the followmg 
facts - number of enemy zapped. 




■D 



Star Raiders 



lount of energy used, thenumber 

of Star Bases destroyed by Zylons 
and ihe elapsed time taken to cam- 
plele □ mission. This rank can be 
mylhing from □ Galoolic Cook to 
the worthy title ol Star Commander, 
There are many diiterent controls 




Aft view (A) shows the player what 
IS happening behind the ship. 
Computer Attack Control (C) dis- 

ys a set oi cross-hairs behind 
and in front of the ship, it also dis- 
plays a target market in the txitlom 
right hand corner of the screen. The 
computer constantly updates the 
co-ordinates of the horizontal, ver- 
tical and range of the attacking star 
ship. Once-you have your target in 
your sights the computer locks your 
photons on. 

Front View (F) simply shows tho 
view in front of your ship. 
Galactic Chart (G) is a very im- 
portant function which shows you o 
display of the entire galaxy (□ bit 
like a computerised road map), ft is 
divided into sections or sectors. 

:h sector either contains enemy 
craft, friendly Star Bases or just 
plain space. Also on the map you 
will notice two dots: one dot indi- 
cates your present position, the other 
your hyperwarp destination. Select 
your desired sector and move the 
tiny dot to that posilion and then you 
must engage Ihe hypemrarp engines. 
Underneath the Galactic Chart, 

il information is displayed - for 

ance when you are going lo 
hyperwarp il will display the amount 
of energy needed and (he number 

16 



is the ( 






shown is the st 

lime for that mission. Damage con- 
trol appears on the screen as E)C 
and then six letters after i(. These six 
letters (PESCLR) stand lor Photons, 
Engines, Shields, Computer, Long- 
range Scan and Sub-space Radio, 
in that order, a blue letter indicates 
that the equipment la workmg okdy, 
a yellow letter indicates that the 
equipment is damaged and a red 
letter indicates Ihal the equipment 
is destroyed. If Ihe long-range sector 
scon is damaged, everything in that 
sector will have a mirrored image. 
Shields Will flicker if damaged and 
if you sustain a hit when they flicker 
off, your ship will be destroyed. 
Engines will still work il damoged 
but maximum speed will be reduced 
lo velocity 6. 

Hyperwarp Engines (H) are used to 
transport your ship from sector to 
sector after selecting the desired 
point on the galactic map with the 
dot [as descnbed in the section on 
Galactic Chart). When hyperwarp- 
Ing, a hyperwarp target marker 
appears In the middle ol the cross- 
hairs. In all missions except Novice, 



Ihiair 



round 







dhbp^j Mey 

Sh elds S) W hou you h e ds 

you are a good a dead The shields 

are used to protect the whole of your 



switched on. 

Tracking computer (T). This device 

switches from front to afl view lo 
track the attacking aliens. Some 
may Imd it herd to use, but never- 
theless it IS a very handy function to 
have on board. 

Twin Ion Engines (0-9). These are a 
very important factor of the game, 
for without them It would be Imposs- 
ible to move. Pressing one of the 
keys 0-9 start the engines - the higher 
the key number, the greater the 
speed. 

Another goodly function you are 
equipped with Is a tfiing calfed a 
sub-space radio. If a Star Base is 
surrounded or destroyed, the radio 
refays this message across the tc 
oi the screen. Nole - when entering 
an enemy sector a red afert will 
sound. To abort a mission at c 
time, the inverse video key may be 

Now you've got the controls fresh 
In your mind lets go on to Star Basi 
docking. II fuel is low or you are ii 
need of repairs, you will need ti 
dock ata Star Base. On thegalactit 
map, go to one of the shapes that 
looks a bit like a spoce-age football. 
This is known as o Stor Base. Hyper- 
warp to it ond then reduce your 
speed to velocity 3 {making sure 
your co-ordinations are next to zero). 
You will eventually see the Star 
Base (a bil like an overweight UFO], 
To dock, line Ihe base up with Ihe 
centre ol your cross-hairs and then 
wait until three windows appear. 
When this happens, immediately 
reduce your speed to zero, "Orbit 
established" will appear at the top 
of the screen and alter various hap- 
penings, docking will be completed. 

Star Haiders is a truly original 
game. Every little detail has been 
put in to make it that bit more 
alistic. Unlike other space games 
where you can play a few repetitive 
waves and iheti through sheE 
boredom switch if off. Star Raiders 
can take anything up lo an hour oj 
more to compfete one mission anc 
may only get switched oil through 
sheer Irustrallon Irom being beaten 
by the aliens. 

A knockout game! 
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WE STOCK A RANGE OF OVER 200 VCS CARTRIDGES 

AND 90 OF THEM ARE UNDER £10 - SEND FOR FREE CATALOGUE 



E.T.£4.g5 • MISSILE COMMAND £7.95 
RAIDERS OF THE LOST ARK £8.95 

And that's not all - look at the list below and see our other offers: 
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SjiOsr FighMt- 
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ORDER FORM: 

n Please send me a copy of your VCS catalogue 

'I I already own an Atari VCS console 

L I am considering Dincliasing an Atari VCS console 

ADDRESS: 



□ Please sand me the tollowing goods: 












































n I enclose a Clieqiie/P 0. payable to Silica Shop Lid 
D CREDIT CARD - Please debit my Access/ Barclaycard/ 
Visa/American Enpress/Dmers CluD Card 



IJ 



TV Gamer is presenting its first annual TV 

Gamer Awards to Manufacturers or distributors 

of the following games: 



^ 



Overall best game and besl arcade adventure 

Pillall 

{Aclivision ior VCS and Intellivision) 



^ 



Best Shoot 'em up 

Zaxxon 

(CBS ior Colecovision and IntellL 



,iV 



Besl climbing game 
Donkey Kong 

(CBS for Calecovision and Inlellivi 
Atari lor HCS) 



Best novelty game 
Q*berl 

(Parker for VCS, HCS and Coleco 



iV 



3st driving game 
Enduro 



)i Best movie theme game . 

"^y Raiders of the Lost Ark -vV 

(Atari ior VCS) ^^ 



March issue, we asked readers to vote for their favourite 
game of 1983. From over 1 100 replies we've received, 
here are the top thirty screerr games. 



- PIiraLL (AcnvisioN) — 

- ZAXXON (CBS'DATASOFT) ■ 



■ DONKEY KOMGiCBSATARii - 

- RIVER RAID (AcnvisioN) — 

ENDURO (ACTivisioN) 

TURBO icBS) 

POLE POSITION lATARlMBl - 

Q-BERT (PAHKEB) 



RAIDERS OF THE LOST ARK [atabii - 

DONKEY KONG JNR.(CBsi 

BURGER TIME imatied 

SUPER COBRA (PABk-ERi 

VANGUARD iatami 

POP'EYE (PARKER) 

PHOENIX (ATARI) 

DIG DUG (ATARI) 

VENTURE (CBS) 



BATTLEZONE (ATARI) - 

— FROGGER (PARKER) — 



21- 



23- 



PHASER PATROL (STAR PATH) - 

SCRAMBLE (MB) 

PAC-MAN (ATARI) 

CENTIPEDE (AFABi) 



m 



SMURFk 



MINESTORM(MB) - 
GALAXIAN (ATARI) - 



- AD. DUNGEONS & DRAGONS (matted - 

DEFENDER (atahii 



- TUTANKHAM (PARKER) 
MANIC MINER (BUG BYTE) 






■ ■/ / '■ .iAa 



gale the mysterious world 
oi ad venture games you 
will very quickly realise that there 
are several differenl types available. 
Not just Ihe quality and speed of the 
game varies, but their very style 
□nd appearance. Il is possible to split 
the types into iour diilereiil sections: 



TEXT ADVENTURES 



This 



; the 



t for 



adventure game, consisting of plain 
text output and Input on a normal 
screen with no graphics, sound or 
colour involved. The original ad- 
venture that started the whole thing 
was written by Crowlher and Woods 
on a mainframe, and the action was 

complex known as the Colossn 
Coves, which is the name o he 
microcomputer version of thisgam^ 
produced by Level 9 Computing 

The game is available tor all the 
popular computers and contains no 
only a complete version of the ong 
inol game, but Level 9 have added 
another 70 locations to the g me 
making □ total of over Z70 in all! 

The game includes all the elemenSs 
of the original and more. You start 
the scenario on a toad near a build- 
ing, with a iorest to the north and a 
valley to the south. Commands are 
entered by typing in two-word in- 
structions consisting of a verb and a 
noun. Thus, "Enter building" will 
take you into the building where the 
program describes the location as' 
'Tou are in a small building with 
a well in the middle of the only 
room. A rusty ladder leads down 
the well into darkness. 
There is a bunch ol keys here. 
There is a small brass lamp here. 
There is an emply bottle here. " 
Typing "Get lamp" will enoble 
you to pick up the lamp and typing 
"INVENTORY" wiU list all theobjeds 
you are carrying. The adventure 
also recognises all the standard 
abbreviated forms of commands^ so 
you can type "W" for "Go west", "D" 
ior "Down", "INV" lor "Inventory" 
etc. The two-vjord Input may look 
very limited compared (o the full 
sentence input offered by modern 
adventure games, but it ^s really 
quite suflicient lo ploy the game. 

The object of Colossal Caves is to 
move from location lo locallon, 
■Jearching for trfc 



overcoming obstacles in your pfith. 
Typing "Score" will tell you how 
many points out of a moximum ol 
350 you've scored. 

One thing which is very appeal- 
ing about the gome la the lengthy 
descriptions you receive as you 
move around. Some location de- 
scriptions fill a whole screen with 
lavish detail about your surround- 
ings. Subsequent visits lo a location 
will give you just a shortened de- 
scription, which means you can 
move quickly through locations 
you've already visited without 
waiting for all the text to be output 
every time. "Look" gives you a full 
description of yoursurroundings, in 
case you fo ge what a location 
looks ike 

Thi= ange of esponses lo un- 
ecrtgnistjd ommands is good, as 
s he humo o he computer's 
ep es Ruhb q he lamp in on 

you a wry ep y hat rubbing an 
efectnc amp doe very little good. 

To comple e he game, you must 
rghen off dag ns, dwarves 



that's 



31 lor a 



mth C( 
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Anyone interested in adventure 
games should try Colossal Caves, 
and then move on to Ihe other excel- 
lent text adventures. The game can, 
as with all good adventures, be in- 
furiating at times, but the challenge 
and otmosphere it presents mokes it 
a classic example of a text adventure. 

I GRAPHICS ADVENTURES | 

Text odvenlures with added graphics 
have been around for several years 
on computer systems such as the 
Apple - using discs to provide fast 
access to pictures for the locations in 
the game. The graphics adventure 
boom on the smaller computer sys- 
tems was really sparked off by the 
advent of 77ie Hobhil from Melbourne 
House, however. There are actually 
two types of graphics advelitures, 
those like The Mobbil which are 
largely texl adventures with a few 
added pictures, and those like Twin 
Kingdom Valley which have a pic- 
ture for each location. 

Twin Kingdom Valley is ovail- 
able on the BBC, Electron and 



Commodore 64 computers and is 
produced by Bug-Byte, The game is 
very similar to the text-only adven- 
tures in concept, with typed input 
and some text description and re- 
sponses. The thing that makes TKV 
stand out is the excellence of its 
graphics and the sheer number of 
pictures. Most graphics adventures 
which provide pictures for each 
focalion are limited in size lo )ust 70 
or so locations, due to the vast 
amount ol space that graphics take 
up. Twin Valley Kingdom has 175 
locations, each vi^th □ separate pic- 
ture, which is almost as many loca- 
tions as most text adventures! 

The game starts outside your 
rented cabin in the valley, and you 
have to gather as much treasure as 
possible while exploring the valley. 
This doesn't sound loo promising a 
start with its similarity lo Colossal 
Coves, but Ihe adventure is unique 
in its own right. As you move from 
location to location, if you've selec- 
ted the display option for full 
graphics (there ore a number of 
combinations of text and graphics 
options), you are presented with a 
full screen, high- resolution, colour 
picture of your new location. This 
then clears from the screen when 
you are ready, and a short piece of 
text names where you are, and de- 
scribes the exits available. 

The adventure itself is slightly 
limited due lo the graphics element, 
but is still very en|oyabie to ploy. 
There are various characters to 
meet, such as elves who usually 
what you ask for, and 



other 



o wlfl refuse 



ARCADE ADVENTURES 



This is the type of computer-based 
adventure gaming which bears the 
closest resemblance lo those avail- 
able on TV game consoles. Most of 
the action is controlled solely with a 
joystick and there is minimal use of 
the keybcord, 

A first rate example of this type of 
game is Alchemist from Imagine for 
the Spectrum computer. The central 
character in this game is {surprise, 
surprise) an alchemist, whose 
mission is to enter the castle ol an 
evil warlock and deleal him to save 
the land from his evil rule. To do 
this, he must locate the lour parts oi 
the Spell of D^Elruction and ca-t ihf 
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nnd the ne <t location appears almoct 
immediately Ai well as walking 
(well, gliding really), it is possible to 
turn mlo a golden eagle and fly 
around instead. 

The graphics in Alchemist aro 
well executed and the game is an 
iiileresllng mix oi arcade and adven- 
ture (hemes, Tlie adventure element 
is limited even more than with 
graphics adventures due to the 
moving graphics and is confined to 
spells, movement and handling 
objects; but It should appeal to those 
who prefer arcade graphics to the 
bland text ol pure adventure gomes. 



VALHALLA 




I ADVEHTUBESlMULATtOMS | 

Although The Hobbit (alls into this 
category in many ways, with Its 
interactive characters and their 
unpredictable behaviour, the only 
real program to hve up to the no 
is Valhalla from Legend . 

The world of Valhalla is that oi 
Norse legend and mylh, with gods 
und goddesses, giants and dwarves, 
\ dragons. You lake the 



part 



adver 



n this 1 



orld 



with the charac 
the game. Each of these characters 
has a unique personality and o 
with complete independence trom 
you or [he other characters around 
them. The thing that makes Valhalla 
ver/ diitet-eni from The Hobbit o 
any other game currently available 
is that all this action is displayed 
graphically on tho screen. When 
you type the command "Drink 
wino", one oi the little characters on 
the screen will raise □ wine bottle to 
his lips and take a drink! 

Each location is shown as a fairly 
detailed and colourful picture, with 



LISTING 



CLASSIC ADVIJJTURE 

MELBOURNE HOUSE £S.50 
48K SPECTRUM 
TEXT ADVENTURE 




hfs ann yn3 pel ng e 
' The ve n dee n m 



f-onej noying 

nands I sol he T don't 
e s and var ety which " 
ua ly becomps ritating. 
Dp p e these problems, the 
me s "worthwhile tyou 
itit a version of the original 
venture lor your Spectrum 
id no-one should be without 
i:-i) and you cannot stretch to 
■ Mskr-Lt'wi-i 



CUTHBERT IN THE 
JUNGLE 

MICRODEAL GAMES 
DRAGON 32 

single game 
ARCADE ADVENTURE 

This is virtually identical to (ho 
^division origmal, Plttair. Est 
n the jungle, il involves your 
nan avoiding various objects 
from screen lo screen, 
including alligators, rolling 
logs, rattlesnakes, fires, and 






zrlyb 



11 he's feeling 



ie and limb by going 
underground: this is tempting 

ane sheet down in Ihe 
basement is worth three 
above. 

As usual, this is up lo high 
Hicrodeal slandarda, the only 

]or criticism being not with 
Ihe program , but with the 
temble, unsprung Dragon 
joysticks which most owners 



th 



1 n va[im7 from picii 



and 
itmg the skyline. The 
characters arp shown as little figures 
whu walk about the central strip oi 
, drop food, pick up 
weapons, fight etc. All this while 
you stand and watch! 

In iacl, one ol the fascinations 
when you atari to play the game is 
just It) sit and watch the ether 36 
chnraclers in the gome arrive, leave 
and exchange food while you don't 
Ydu can pin in this world 
:l with these gods and 
goddesses and fight them, or ask 
them to do things lor you. 

The adventure element is again 
rather limited due to the sheer com- 
plejtity of animating ond handling 
the various characters. You are 
really limited to eating/dnnking [a 
vital necessity if you want to avoid 
dying of hungerl), buying/selling, 
fighling and handhng objects. The 
commands for these actions can be 
Y complex in structure, though - 
such OS "Sell the axe to Thor for 3Q 



There is a purpose to the gc 
beyond simply interacting v^th the 
charaders, and that is to complete 
the six quests for six magical items. 
These are: ofnir Ikeyl, drapnir (ring), 
skornir (shield), skalir (sword), 
felstrong (axe) and gnmnir (helmet). 
These are scattered throughout the 
world and they must be collected in 
order - a task which requires help 
trora others. To get this help, you 
must impress characters such 
Boldir vffith your deeds of volo 
(killing giants etc) and by giving 
them items of value. 

The game comes with a 52-page, 
A5 booklet which explains the game 
and contains character profiles for 
each character iri the game, so that 
you knowjust how good/bad, strong, 
brave and brainy they ore. 

Valhalla is not an easy game to 
play. It requires o lot ol thought and 
a great deal ol dedication to c 
plete any oi the six quests. The 
game isn't cheap at E15 but 
excellent and worth the money just 
to explore the fascinating world 
contained in Valhalla. 



any adventure game is the atmos- 

your mind as you ploy, li a gome 
has a good plot and is well written, 
it can be a fascinating experience to 
explore the author's world. The text- 
only games are still too large extont 
the best games lor atmosphere. 

Graphics adventures are necess- 
arily limited in their descnptiiDriE 
due to lack ol space lor lexl and, in 
most cases, the graphics add little lo 
the feel of the game due to the 
limitations of the machine. 

Arcade adventures bear very tiltla 
relation to true text adventures as 
they tend lo the arcade side rather 
than adventure side. They do, how^ 
ever, oflerashool-'em-upiana very 

which to wreak havoc. 

Simulations are slill something 
very new, and Valhalla is very 

ket at the moment. It is, however, a 
definite pointer to the movie- type 
games with Interactive characters 
thai we can look forward to 



crossing, in particular voiy 
hard). Otherwise it is an 
excellent game, and well 
worlh adding to your 
C'jilection. A. Jones. 
ViTirje-J, Graphics 4, Sound 3, 



DOOMSDAY CASTLE 



FANTASY SOFTWARE £5.50 
ASK SPECTRUM 
ARCADE ADVENTURE 

gaiiio, controlled solely wilh a 
joystick if desired. It is the 
ii^.quel to a highly successful 
rjome called ThePyramid 
winch was launched by the 
L,arrie company, Ziggy and his 
iE'X()laratory capsule are agoiri 



Th"i 



■swlth t 



instead, Unforlunotefy, they've 
also lost these ond they are 
being held by the evil Scarlhax 
in his castle. Ziggy's mission 




r the game iin t quite 
D imrlt=asthat(iEitever?la 
L jrlhjii has guards 
The'ie auards come in 



d fp^ren forma ga throgs 



me la Is noapatteir 
g a chamber, 
you way hrough a 
aim he crystal or 
a nedthe ein, and 



cha 



o fits 
i h.= fat 



that 



must Hie strategy to 
'erse the castle in the mos 
efficient way There is also a 
ed high score which 
itasytauvLiif/ Mike Lev 



The most imporlant thing 
lo do when playing an 
adventure game is to drt 

you pass through them. 
Without a map, you wil 
invariably get lost and 



each location. Then list 
■ oblectB that initially 
rl there al the beginning 




is thai ola maze. This is □ 
series of locations each 
with an identical 
description and a complex 



i[i con then be drawn 1 

■:irrows linking this location 
with others. 



maze is io mark the 
locotions with objects 
which will slay there 
permanently. This mean; 
that you should gather as 
many objects as you con 
iind beiore entering the 
iirsi location ol Ihe maze. 

To give an example, 
tokealookatthe 
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location C to the West 
tokos you to location A 
too; you con' I go North 
irom location B, and so 
on. The lirst step is to drop 
an object at your curri 
location, acoin, soy. This 
done, note down Ihe 
object, and then attem] 
(o move North, In our 
example, this will take ■ 
lo location A again. Thus 
we will find Ihe coin a: ' 
Ihen make an enlry in Ihe 
iable to this effect. Now, 
we move to the South, 
which takes us to location 
B. There is no object here, 
so it musi t>e a new 

drop another object - say 
o rock. The moving 
process is now repeats 
and we try to move North, 
There is no way to Ihe 
Norrh BO v/c put a cross 



MELBOURNE HOUSE E14.95 
SPECTRUM, BBCB, 
COMMODORE B'l, ORIC-1 
1 single game 
GRAPHIC ADVENTURE 
{except for BBC B version 
which has no graphics) 

If you like odventure games, 
the one you must ploy is The 
Hobbil by f/elboume House. 
The game is leased on the Isook 
TheHobbilbyl.R.R. Tolkein, 
and you play the role ot Bilbo 
Baggins the fearless hobbit ol 
Bag End. There are many 
characters in this adventure 
but the only one you really 
need is good old Thorin the 
dwo f Although he can be 

Liec 3 se he ge you o hurry 



job n eve th«V o s 
Warg jvhich runs around you 
J dh ^l A'h n u 



very n. 



o the end ol the 



Bard to lead you lo the dragon 
Smaug, the Bard remains 

Furthermore, when you 

approach the dragon and Iry 
to lake ihe treasure when he's 
not looking, you end up being 
burnt to a cnsp. There must be 
another way lo the treasure 
and Ihis is lor you to find out! 
lames Harrison 

Value-}. Graphic-^ 3 (nal BBC B) 
Giinieplcry 4. 



JET SET WILLY 

SOFTWARE PROTECTS £5.95 
■18K SPECTRUM 
1 single game 
ARCADE ADVENTURE 

nature of this program when, 
on perusing the Iront cover, I ■ 
was confronted by a man 
wearing National Coal Board 
toots with his head down a 
toiletl However, upon playing 
the game, I concluded thai this 
game is entirely suitable for 
anyone who enjoys sleepless 



the storyline i5 as follows: 
Miner Willy (the hero of the 
qama Manic Miner) has made 
a fortune from his escapades in 
the mines in deepest Surbiton, 
apd has bought himself a 
mansion house from the 
proceeds. He then invites all 
his new friends up to his house 
for a party (and a wild one ol 
that). Everyone gels 
completely smashed and 
leaves all manner ol glasses 
and bottles lying around Ihe 
huge M-room house. All Willy 
wonts to do is lo colfapse on his 
4-poEterand sleep it oil, bul on 
reaching the master bedroom 
he IS confronted by Maria, his 
new housekeeper. She won't 
let him go lo tied unless he 
picks up all the glasses and 
bottles. And so your task 
begins.,. 

II you have played Munic 
Miner then you will know 
about the greot sound effects. 
well, hi Set ploys /// Were A 
Rich Man in the same style, 
and I went around lor days 
humming it! 

The game is extremely 
complex, wilh 64 different 
room-! Unlike Manic Miner 




-o indicate 
this. Moving to the South 
lakes ua !o the coin. 
Having updated the table, 

N try the other 
directions in turn, until 
the table is coinplele. 
■" ; is the start of a 
table , 



!lhe 



CwwIOow/lytfacKJ 



Having mapped the 
maze completely, you will 
be able lo use the table to 
love quickly through the 
laze without getting 
sidetracked! Don't forget 
lo pick up all (he obieclsl 

It is always very 
important lo consider all 
the objects Ihal you Imd 



and to Ihink about [hem 
carelully, as they may not 
be what they seem at first. 
Thus, a needle could be 
anything from a watch 
hand lo a record player 
stylusi Don't make 
presumptions that the 
objects will be used for 
their everyday purpose 
either - mosl adventure 
designers have very 
devious minds! 

When you are stuck in 
an adventure and have 
reached a point at which 
there seems lo be no way 
forward, don't panic! Take 
a step back from the 
game and consider the 
situation logically. Very 
often, divorcing yourself 
from the atmosphere that 
has buill up around the 
gome while playing it 



I find a 



slant on a situation and 
thus a V7ay out of your 
predicament. Think back 
over the iocations you've 
passed through. Perhaps 
there is a cupboard 
somewhere which you've 
neglected to open, and 
which contains the key to 
the locked door blocking 
your way, or perhaps 
something is hidden in 
the robol after all? Check 
every possibility. 

Some locations have 
levers to be pulled or 
buttons to be pushed 
which appear lo have no 
effect at all. This is 
because they affect 
locations further on in the 
game and not your present 
sltuohon. For example, 
that stopcock in the 



turned II might have 
turned off the fountain 
you passed In the garden 
earlier. 

The other thing tu 
remember is what you are 
carrying or not cair/nvj. 
The presence ol objects 
can ollen a fleet youi 

directions or to reach 
olher objects. Try dropping 
various objects and usinq 
d liferent combinations. 
Good adventures oils 
logical and have several 
red herrings and false 

solution, to complete them. 
To solve an adventure, 
you need some though I 
dedication and the ability 
to reason things out. It 
isn't thai dllficull to 
complete them - honesi] 



movi? on lo the next, and most 

different exit, so you can go a 
diUerenl route each lime. Allor 
playing this gome for ages, I 
worked out that I had only seen 
about 40! Each room Is 
extremely, well-designed, and 
iJWM made you lough, you 
will die when you see IhisI The 
obstacles include saws coming 
up through the floor, silicon 
chips, razor blades, penknilea, 
your housekeeper {in the 
nightmare room and the 
master bedroom), Hunchhack- 
at^e guards, pac-menand ... 
well, the list Is endless. All are 
superbly animated and the 
graphics are the best I've seen 
on any computer, I cannot 
recommend this game highly 
enough. BUY ITI 
Richard Henderson 
Value 1'T, Graphics t. Sounds, 
Gameplay-^ly 



LOST IN SPACE 



SALAMANDER SOFTWARE 

£9.95 

BBC MODEL B DRAGON 32, 

OBIC 1 

TEXT ADVENTURE 




This Is the second ol a trilogy of 
adventures which feature Dan 
Diamond, a private detective. 

and his attempts to solve a 
particularly mysterious case, 
the previous adventure is 
Fianklin 's Tomb and the 
sequel is Fishy Business. 

The game takes a long time 
to load, partly due to the fact 
that It Is written in basic, but 
also due to all the data being 
stored on tape and being read 
in after the program has been 
loaded. The screen display Is 



spill mlo three areas, wjth an 
area listing the objects you are 
crirrying; a descnpLon ol your 
cutienl location, and a 
command input area. The 
adventure continues from 
Franklin's Tomb, whore you 
apparently walked Into a 
matter Itansmitter, and this has 
delivered you onto Ihe 
spaceship you start the game 
on. The ship appears emply 
apart from security robots. 
Thi? descriptions are pitiiully 
ten reduced lo the 



t "You a 






S, E and W", There is 
I ■ I: ol illuElrations, which 
comes wilh the game, and 
contains some excellent 
alrbrushed arl. The piclures 
apparently contain some 
clues, and they show some 2D 
of the locations present in the 
game. Personally. 1 would 
ralher have descriptions dI 
each location in the game than 
glossy piclOres ol jusl a lew. 

The central character ol. 
Dan Diamond, makes Ihe 
games interesting, but I leel 
that they are let down by the 
short descriptions and 
resulting lack of atmosphere, 
Mike Lewis 
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Can you fhinfc up the funniest caption to Dickj' 
Holies cartoon on this page? The best ent^^ 
fin 25 words or less) wil] win an One ATMOb 
computer plus joysticks and P^iT'" ^"<? ° 
choice of ten Oric games from Tiansoft! 




NNlONPEiniON 




CARTOON CAPTION C0(«PET1TI0N ENTRY FORM 



I My caption for Dicky Howett's cartoon is: 



I Nome .... 
, Address . 



To June Compelltion.TyGAMER^ UTOxlordJfreet^^ Londor, WIR yiJ^ _ _ 

COMPETITION RULES 





TV GAMER JUNE 34 



M or most people, Ihia com- 
pulsive "arcade adventure" from 
Ultimale needs no introduclion. In 
lact, Ihere ore probably hundreds 
of you who would prefer not lo be 
even reminded oi those endless 
days spent in Ihe fruitlaaa search for 
a golden key. 

To both of you out there who have 
not yet parted with □ very reason- 
able £5.50 bra copy ol .A iic^tac let 
us. for a moment al least, start with 
the basics. Our tape loaded iirsi 

change), suggesting that Ultimate 
do not compromise Ihe quality ol 
their tape for the sake of financial 
corner-cutting. During loading, you 
can gaze blankly at the best header 
screen we have seen to date. Before 
you hove time to get bored, the five 
minutes or so needed to load the 
game have slipped by and you're 

The opening panel mercifully 
allows the player to select keyboard, 
Kempston or cursor joystick control 
by pressing keys 1, 2 or 3. Why can't 
more - indeed all - Spectrum games 
offer this facility, eg 3D Anf Attack 
and Scuba Dive? Keyboard con- 
trol IS really a nonsense for thfs 
game so a joystick interlace Is highly 
recommended. 

Having selected your method ol 
control, you can now choose to play 
as a serf. □ wizard or a tnight by 
pressing keys A, 5 or 6. The conse- 
quences ol this choice will become 
clear later... And so, to the scenario. 
With typical artistic license, you 
mysteriously find yourself trapped 



f Dave Bishop 
tells you how 
to get out of a 
haunted house. 



TV GAMER JUNE '34 



SPECIFICATION 

NAME; ATICATKT-T- 

SUPPLIER1ULTIMATE3-: 

JiRia^-£5.50- 

_^18K---— - 
rSSDHGnifllMi-" 

I3ound2- 



in a large (and 1 mean lorge) man- 
sion. Unfortunately, the main doors 
(your only method of escape), have 
iuEl slammed shut behind you. The 
only way ol opening the main doors 
is with the aid of a golden key which 
has been secreted in three parts in 
various rooms in the mansion. 

The player is treated lo a won- 
drously detailed "chandelier's eye" 
view of the proceedings which mifold 
beneath him or her as the charocter 
slips from room to room. The game 
always starts In Ihe main entrance 
hall. Knights in armour flank the 
mam doors, which bear the initials 
A.C.G. - the author's name. To the 
north ol the entrance hall there is a 
door with blue bars which, for the 
lime being at least, cannot be 
opened. The south and west wall 
have doors which open and ck 
periodically to add to Ihe player 
frustration. A selection ol picture- 
shields and short-sighted deer adorn 
the walls but these appear to be 
superficial graphic enhancements 
rather than an explicit part of the 
adventure. It is interesting to note 
in passing, that some of the shieids 
bear a mirror image of A.C.G. and 
an arrow pointing in a certain direc- 
tion - red herring, or not? 



of the main hail through 
either of the south doors, the next 
screen will show you entering what 
IS now the north door of the adjacent 
room to the one you |usl left. One's 
natural instinct is to go off immedi- 



ately explonng. Indeed, it's probably 
u good thmg lo get this out of your 
system at tin early stage because 
gaily prancing from room lo room, 
although bundles of fun, will never 
gel you very far ... metaphorically 
speaking. Another good use to which 
1 "getting acquainted" time can 
be put is mastering the control of 
your adopted character. You'll have 
o get used lo passing from room to 
oom while dodging or killing all 
.nanner ol marvellous monsters and 
ghouls, all of which drain you ol 
energy on contact. Energy is also 
lost as time elapses. 

Talking of energy, Ihis Is depicted 
by a bright yellow and rather roasted 
looking chicken which loses its flesh 
as you ore drained. Thus, we are 
left merely with a fowl skeleton 
when liille or no energy remains. 
Losing olf your energy uses up a 
life, of which you hove four (one lo 
start, plus three spares). Lives re- 
maining are shown by one lo three 
graphic stills of your character. All 
the information needed for playing 
Alio Alac is contained on Ihe right- 
hand side of the screen in the scroll, 
Aparl from your energy level and 
lives, Ihe scroti is also a record of 
any objects you may have picked 
up along the way. Time elapsed 



ealso 






[he end of a game, a percentage 
adventure score is shown based 01 
the number of rooms explored. 



lame itself, how 
1 about making 
1 lill having lost o 
lev hundred Livens in as many min- 
utes It Will have dawned on you 
that AUl Atac carmol be cracked 
unless a stnct and logical approach 
IS applied InfacI w e re not entirely 
sure this wretched gome CAN be . 
solved even with this type ol dedi- 
cation. Ctespite many painful hours 
ol trying, we slill have not escaped 
from the mansion. We have, how- 
ever, prepared maps of each ol the 
five Hoors which have enabled us lo 
get an adventure score oi 997o in 
oboul 32 minutes, scoring approxi- 
mately 27,000 points. None of these 
statistics are particularly relevant, 
because this percentage score 




simply tells us we'v 
ubouL eveiy locaSon ir 
the points scored are just a function 
of the bodies liquidated, and time is 
almost unlimited anyway. More im- 
portant are the maps. There are 151 
(?) rooms in the mansion spread 
over tive floors, connected by five 
staircases (one or two flights) and a 
secret passage - all the other secret 
passages toke the player to another 
localion on the SAME floor {see 
owl. With such a large number 

30 



to explore, il is esaentici to 
have some form of map otherwise 
you'll spend nine-tenLhs of your time 
up a certain creek without a ioyslick' 
We decided to construct rela 
lively accurate plans of each floor 
containing the following: 

1. Tables 

2. Suits of armour 

3. Doors - normal and Iraired 

4. Food 

5. The chutes 

G. Barrels, grandfather clocks and 

bookcases - the secret 
7. Objects and 



tolall lo t ri-ifrrull ihompmaj 
map will normally be enough t 
discover your present location 




of llie gulden lay arc randural> 
placed in dlfferenl rooms it is im 
perative to have the wherewithal lo 
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rooms m the 
Ume with as lit lie duplication as 
possible. Therefore, oli possible 
exlls Irom every room must be docu- 
mented m order for an intelligent 
plon of campaign to be implemenled- 
You will very quickly discover 
that same doors will only co-operate 
andercertain circumstances. These 
barred doors are colour-coded in 
red, green, blue and yellow and 
can only be passed through when 
you are in possession of the key oi 
the same colour. There are, there- 
fore, lour keys - one of each colour, 
This fact presents us with yet another 












Inconveraenlly, you can only cany 
three objects, of wfiich a key is only 
one of many, at any one time. It is 
therefore doubly impoilant to colour 
code the doors on your map so that, 
m the event of having lo leave a key 
behind, you can be sure that it Is the 
least useful one and not of a colour 
necessary for further exploration 
[see "HINTS" below). 



Something else obvious from the 
start, is the presence of a plethora of 
different types of food - ranging from 
sticks of candy through ice-cream 
comets to cans of beans and red 
pumpkinsi The advice here is "eat 



sparingly" - this is not Pac-Man. 
Gobbling evetylhlng in sight Is 
short-sighted as food is the only 
way to regain energy lost during 
contact with the enemy. Thus, if you 
are just aboul to lose a life due lo 
lack of energy it would be useful lo 
have various culinary havens sUU 
dotted around the place. It is there- 
lore important lo know where food 



Apart from the slairs, there are a 
number of holes m the floor on all 
levels except the sub-basement. 
These ore the mouths of chutes ihat 
take you down one or two floors, 
landing on an alllgolor rug some- 
where below. These chutes will form 
on intE^riil porl of your flighl path. 



ages. Each of the thu 

have the use of a set o 
ages. For the wizard, 

cases: the serf can use 
and the knighl can wq- 



I's the book- 
the barrels; 

der through 



SIX sets of grandfather clocks with 
the greatest of ease; compared with 
live ol each ol the barrels and book- 
cases. As mentioned, these possoges 
do not normally bring you out onto 
a different lloor, with the one excep- 
tion. The barrel close to the main 
entrance hall will, when entered, 
bring the serf out onto the lirsl floor. 
We found the wizard the best charac- 



3 tor u 



s Ihal w 



become clear later, Suftice i 
that the whereabouts of all the s 
passages are ol vital importani 







There are various objects dotted 
around Ihemansion which are ident- 
ifiable because they cannot be eaten 
by passing over them (like food can 
be). This IS where we venture into 
the unknown because with the ex- 
ception of two parts of the golden 
key, we have - so far □! least - found 
no way In which such things as 
slrings of pearls, skulls, gold 
.crosses and whips can be put to 
use. 1 am lempted to suggest Ihat 
some of the paraphernalia found 
along the way ore merely mental 
cul-de-sacs - maybe it s the shields 
on the walls after all... 



HINTS 



always be 
hebase- 
iteredbV 



ticulai 1"°^^ vev can ^ 

is low- 

lo that you can 






lindlhe 



to c°'=" * Tn_g atim *° "°^ 
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TVGamer. 
HAPPY HUNTING - hope you get 

out by nem Chnslmos! □ 



Comins soon! 



! Coming soon! Coming soon! Coming soon! 



Stotiftim^ CoUedicit 




Meet all your favourite Disney 

characters in this exciting new 

magazine and cassette collection. 

Every fortnight you can read and 

listen to the adventures of Mickey 

Mouse, Donald Duck, Baloo the 

Bear, Goofy, Dumbo and all the 

Disney favourites. 

Each magazine is packed with 

stories to appeal to everyone. 

There's magic, fun and adventure, 

from slapstick comedy to 

fairytales and serials based on 

the most famous Disney films — 

as well as a pullout section with 

puzzles and pages to colour! 

Children will love to listen to 

the cassette accompanying 

each magazine, in which well 

known TV personalities bring 

the stories vividly to life. 



Listen to the tape . . . look 
at the pictures . . . read 
along word for word 

In Parti, you can hear Penelope Keith 

begin the adventure of 

Snow White and the Seven Dwarfs, 

follow the intrepid hero 

Donald Duck as he goes mountain 

climbing, meet Pooh Bear and his 

friends in the Hundred Acre 
Wood, and lots, lots more . . . 

So don't miss Part 1 of your Disney Storytime Collection- 
AT YOUR NEWSAGENTS SOON! 




^ 
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TV Gamer has compiled a list of top scores and UK records | 


Game 


Game No. 

(olherlhonl) Score 


Source Record holder | 


Asteroids 




77,022,030 


lAtori) 




Aslrosmash (Aquarius] 




300,250 


[TYGcloimedl 


Ol wen Jones 


Bamslorming 




27,80 


(TVG cloimed) 


B A Thompson 


Berzert 




20,785,450 


lAtori) 




CamivQl (ColatovaionI 




1 77,370 


ITVG claimed) 




Cenlipade 




323,512 


(Atari) 


Stuart Murray 


Cenliped8 (HCS) 




902,419 


[TVG cloimed) 


Barry Henderson 


Chuckle Egg {BBCI 




269,950 


(rVGCIaimedl 


Doniel Bradford 


ChopperCommord 




999 999 


(TVG claimed) 


MorkTyiack 






161,160 


(TVG claimed] 


Daniel Bradford 


Decathlon 




10,078 


(AcHvision] 


Mori Riley 


DElender(VCS) 




1 48,800 


(TVG claimed) 


Doniel Bradford 


Dragster 




5.6 sees 


(Activision) 


Alan Carter 


Donkey KorglCBS) 




1,334,400 


(TVG claimed] 


Allan Thompson 


Donkey Kong 




1456,700 


(TVG claimed] 


Loni Avraomides 


Donkey Kong J r 




2,035.200 


(TVG cloimed) 


Done Clarke 


Enduro 




10 days driving 


(Activision) 




ET 




3,102,612 


(Alorij 




Fortress 




36,600 


(TVG claimed] 


Doniel Brodford 




(3| 


36 


(Activision] 




Gopher 




1 28,880 


(TVG claimed] 




Grand Prix 


HI 


1.35.38 


(Activision) 


Roy V/olldnson 


Hoppy Trails 

Joust 




550,566 
1,189.699 


Adi-ision) 
(TVG cloimed) 


B Henderson 


KillerGorillo 




51,200 


TVG claimed) 


Doniel Bradford 


Lady Bug 




923,900 


TVG claimed) 


Lorn Avroom ides 


Mlneslomi 




5,500,000 


(Vectrex) 




MousBlrop (CBS| 




1,280,000 


(TVG claimed) 


Allan Thompson 


Mr. Do 




619,200 


(TVG claimed) 




Munthkin|G7000) 




560 


(TVG cloimed] 


Paul Sanders 


Oink 




62,048 


Activision) 


B A Thompson 


Poc-Mor(VCS) 


(3B1 


6,128,619 






Pengo 




65,270 


(TVG claimed] 


Daniel Bradford 


Pepper II 




1 ,008,000 


(TVG claimed] 


Loni Avraomides 


Plaque Attock 




77,745 


(Activision) 


David Ross 


Pope/e(VCSl 




71,000 


(TVG claimed] 


Adrian King 


RabbifTransil 




80,665 


(TVG claimed) 


MorkTyzock 


Robot Tank 




64tanks 


(Activision! 


B A Thompson 


Sea Quest 




484,770 


(Activision) 


David Ross 


Skimg 




27.36 sees 


(Activision] 


MorcCosHe 


Space Armodo 




139,120 


(TVG claimed) 


David Bond 


Spacelnvodersr>/CS| 




5,300,005 


(Atari] 




Space Sporlons 




194,130 


(TVG claimed) 


David Bond 






900,00 


(Activision) 


MortDov-son 


Srom^piede ^' 




35,164 


(Activision] 


Soi Ming Wong 


SuperCobra(HCS) 

Sipermor 




100,000 
23 sees 


(TVG claimed) 

(Atari] 


Dovid Harvey 


TronDeody Discs 




23,390,750 


(TVG claimed) 


David Bond 


Turbo (CBS Coleco) 




1,000,000 


(TVG cloimed) 


Dane Clarke 


Venture 




3,5aO,BO0 


(TVG claimed] 


Loni Avnaom ides 


ZoMon 


B4,600 


(TVG claimed) ' Lom Avraomides 


TV Gamer invites readers 


o send in their high scores *hich con 


m "cbdted" (ie the score reaches o 




aimed score merely needs ma«imum o 


nd then returns to Jero] will onl/ count as 




title, system (eg Atari Home claimed sec 


res. Additionolly, gomes which present 


Computer System, Spednj 


n, VCS etc) and cloimed score, short-cuts tc 


high scoring (eg Space Jnvoders, which 




uire photogrophic evidence, con be mo 


e to shoot two missiles at a time) will also 


but will lake precedence 


ver previous claimed scores. only be ac 


epted as claimed scores. 


We suggest using □ SLR a 


ulo-e«posure camera on a Send yo 


r scores lo TV Gamer, Top Score Desfc 


tnqod with cable release 


imed Ql 1 4 second. Games i 87 Oxfor 


Street, tondon WJ. 
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Tarrant recently had 
extremely unusuaf 



assignment — the presentation 
of a video about computer 
games. He reflects on this 
strange experience and the 
essential oddness of his 
electronic co-stars... 



If millions of people on Earth are 
spending their time blasting alien 
invaders from outer space, then 
what are the Martians doing with their 
'"■'■■'"houn? 

ivhataboLFt the creepy-crowlies? 






All th. , ., ,^ 

sorted harmless insects being zopped 
in computer and video games up and 
down the lond... Let them get their 
hands on a DIY games kit and who 
would they use for target practice? 
Russell Harty? Barry rook? Me? The 

Well, maybe. But ifs more likely that 
the whole creepy-crowly, alien mass 
would simply wave their collective 
antennae bock ond forth in bewilder- 
ment and write the gomes -playing 
business off as something completely 
beyond inhuman understanding. 



"beyond inhuman 
understanding" 



7 



■mputer gor 



very strange 



things 

resemblance of a parti 

gome to Monopoly or marbles or 

musical chairs or whatever. But token 

oltogether as a modern phenomenon 

then it's hord to even begin to puzzle 

out what they odd up to, beyond a sort 

of Twentieth Century mass electronic 

insanity. 

Of course, when you're octuolly 
playing o gome such thoughts don't 
cross your mind. It seems perfectly 
natural to become a round fat blob 
swallowing up vitamin pills and being 
chased by ghosts. It's only ofter you've 
stopped playing Pac-Mon and taken 
three steps bock thot you start to ap- 
preciate what insonity it all is. 

"34 



1 recently presented a video called 
The World's Greatest Computer Games 
- an experience which, opart from 
driving me holfwayup the wall, showed 
me in one mod crash course what a 
very odd business it is. And how very 
odd the people who ploy the games 
must be. 1 know - for 24 broin-scrom- 
bling hours 1 was one. 


"24 broin scrambling hours" M 



In the space of a single working day 
in o London studio I found myself being 
walked over by computer bugs, os- 
soulted by o werewolf, trampled by a 
sewer monster and crashing to certain 
death in o 747 aeroplane. 

I'd been roped in to present a col- 
lection of some of the most outlondish 
and exciting games on the market. 
There were five different computers - 
the Atari, the ZX Spectrum, the Oric 
Almos, the BBC Micro and the 
Commodore 64, plus over 20 differ- 
ent games. 

An eoiy job? I felt like Benny from 



7 



As IS often the way with film and 
video production, everything's token 
out of sequence, recorded in lots of 
small pieces and then put oil back to- 
gether ogoin at the final editing stage. 

In other words, while you're doing it, 
you've got about as much idea of 
whot's going on as a carrot in on Irish 



So the making of The World's 
Greotesf Computer Gomes gave me a 
very unusuol perspective on the busi- 
ness. Take Q'Beri, for example. A little 
bubble has to try to paint o pyramid 
while being pursued by vicious bounc- 
ing bolls and whot appears to be on 
animated pogo stick colled Coily the 
Snoke. This isn't just o bit strange, I 
thought, this is positively weird. 



s=^^ 



"V 



Or look o) Revenge of Ihe Mutant 
Comek. I still don't really know whol 
that was oil aboul, but I (horoughly 
enjoyed it -I think. 

And what about MonJc Mmer? To 
onyone who th inks computergames are 
simply or eledronic version of Cowboys 
□nd Indioni, □ gome full of poisonous 
ponsies, mutant telephones and rabid 
toilet pans comes as quite □ shock. 



7 



But the gomes aren't |ust flights of 
lunotic imagination. They've olso got 
an infurioting addictive quolity, like that 





legendary ingredient odded to toiie- 
awoy hamburgers to make you keep 
coming back for more. As the day went 
on I became increasingly hooked. 

Chopper Common d is o good 
example of one of those games you 
become so hooked on that you hove 
to be fed intravenously so as not to 
miss one micro-second of playing time. 
But Why? 

You hove to fly o chopper through o 
narrow channel, being blasted from 
all sides, running outof fuel, the nasties 
getting nastier by the second... Hardly 
sounds inviting, does it? But the more 
anti-social the gome the more you love 
it. Weird. 

One of the most difficult bits of the 
video production was getting to grips 
with Shoggofh's Loir. One of the hardest 
things of all was saying "Shoggoth's 
Lair" in the first place, without getting 
us all arrested. 

I suppose I'll never find out who the 

Shoggoth wos, orgetmy hondsonony 

vampire bat's saliva or work out 

whot wos going on in the rest 

of the Third Continent series of 

gomes from Cornell. There are 



thre 



gami 



in the ■ 



The Vo/conic Dungeon, Slock Crystal 
and the Wroth o'Mngro That much I 
did find out, but OS for the rest - iust 
reading about them seemed to be like 
deciphering a Martian bus timetable. 

You fnd yourself submerged in a 
Tolkein-type nightmare, embarking on 
impossible adventures, with flying 

mains before you've time to blink, and 
pits ai flesh-eotrng fungus ol every 



"kids and aifimals are 
unpredictable and chaotii 
but computer games?" 
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But if playing a gome Is a strange 
experience, just imagine what having 
21 ofthemasyourco-storsonavideo 
is like. I mean, kids and onimols are 
unpredictable and chaotic - but com- 
puter gomes? Performing with them 
was □ bit like toking a space walk - 
you've got very little to hold onto ond 
you're completely in the dork. 

Each computer gome has its own 

of choracters. its own wayward plot. 
And, in o way, each of them was one 
of my rivals. In the old days, people on 
TV competed agoinst other people on 
other channels. But now if someone 
gels sick of watching me they might 
plug their computer info the telly and 
start battling it out with grinning yellow 

I know how to compete with other 
people but how in Shoggoth's Loir do 
you compete with grinning yellow 
monsters? 

And what that bosicolly means is 
that computer gomes ore on entirely 
new form of moss entertainment. No- 
body knows whot they're going to 
leod to, least of all me — but from now 
on I'm going to take o much closer 

Lots of people put them down as a 
gimmick thot'll soon run out of steam, 
or unhealthy fantasy. Funnily enough, 
they so id the some thing about moving 
pictures circa 1 900... CI 



The World's Greofesf Compufer 
Gomes Volume One is di 
ot the end of April 1984. 
Two will be out later this 
summer. It is distributed by 
Palace, Virgin & Gold and J 
will be available at 
leading video outlets. 




The manufacturers of the 
successful Oric home computer 
are introducing a son-of-Oric 
version, the ATMOS. Here, we 
assess both machines for their 
games-playing powers. 




Tto the games scene. In fact, 
It's Just about to be phased 
cut in favDur al the brand new 
machine, the Oric ATMOS which 
sports a Hash new keyboard and 
an improved operating Eystem, all 
for the same price. Sounds great? 
Well, that's what we thought too. 
However, there is a catch concerning 
software, more on that later, ,. 

Firstly, let's look at the hardware 
on both the Oric and the ATMOS, 
Both systems are very similar m 
appearance - being both the same 
size and shape. They also have the 
same Inputs at the back, compnsing 
sockets for lope, TV monitor, 
Centronics printer and expansion 
mcndules such as disc dnves and 
pen plotters. We have found that 
most mono tape decks work well, 
olthough the 5 pin DIN to 7 pin DIN 

isn't quite as reliable as a 7 pin DIN 
to 3 separate leads. The more 
'-■bvious hardware differences are 
■ -L lour (Ihe ATMOS is finished in a 

ic- stylish black and red 

■,-■ lereas the Oric-1 IB sort ol c^jf- 
■,v.'iite), and of course a fuU-siroke 
ATMOS keyboard which has a 
more prolessional feel about it. 

All other diflerences are internal 
and involve the operating system, 
which the manulacluret claims has 
been greatly improved. (Thcit 
should please the programmers 
among Dur readers.) For the rest of 
us, though, this has proved a 
disadvantage since it means that 
much of the software that has been 
written for the Oric- 1 does not work 
with the new improved ATMOS, 

TV Gamer went through its file of 
Oric games and tested them all on 
the new ATMOS to see what the 
problem was. The problem really 
lies in machine code games rather 
than purely BASIC games. Most 
machine code games won't load 



■ighi fr 



nlhe: 



ewU 



appear to load but will give an 
error message right at the end ol 
the load, A lew will give an error 
message but upon typing "RUN" 
(return) will work without problems. 

So what ate the advantages ol 
the new operating system? Well, it 
uses up less memory than the 
previous one lor things like graphics 



sound, so theorelically gomes 
be a little more complex than 
ire. One thing they didn't 
rove was the si ' ' 



which IS still far loo loud for comfort 
[especially if you're trying to lest it 
in a quiet office as 1 was). Why 
couldn't they have included □ little 
screw adjustment as they do with 
picture? Fortunately, many of the 
pieces ol the games software have 
volume programs built-in (such as 
Durell Software), and some have a 
"no-sound" option (a liltle drastic 
but sliU useful), 

I THEGAMES 

The vast majority of One and 
ATMOS games are very similar to 
the Spectrum titles. In lacl, most 
games written for the Otic have 
Spectrum versiona. Unlike the 
Spectrum, though, the larger games 
manufacturers such as Atari and 
Parker hove not announced any 
plans to provide for this system so 
Ihere are not many official coin-op 
tianslations. However, most of Ihe 
games we've seen are pretty good 
graphics-and-sound wise. The 
graphics are about par with the 
Spectrum and the sound Is superior 
(or at least louder), so you're no 
worse off buying an Oric than you 
ore buying a Spectrum. What's 
more you'll be better off thanks to a 
reasonable keyboatd (even the 
Oric- Is keyboard is better than the 
Spectrum's). 

I CONCLUSIONS 



which to choose. Well for starters 
I'd go for the 48K model whatever 
you do, as most (if not all) of the 
games require the full 48K. The 
Oric-1 is a tried-and-trusted 
that has stood the 



5electlor 



has 



ailable, but software houses are 
unlikely to do much lor the One- 1 
in the future. The ATMOS on the 
other hand is rather limited in the 
iianl of software it has, but we 
are lold that in future games will 
be oi higher calibre (although we 
hove yet to see prool of this). So all 
in all it would seem that the ATMOS 
IS the machine to go lor. 
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'TELEGAMES**'* 

_,BUY3GAMES FOR ONLY £42.00!! 

Ak oh 2 GAMES FOR £30,00 

ATARI CHOOSE 1 GAME FROM EACH SECTION 



iNtBUVlSION 

carlrlri^5 In ilack 



TEL 0531 8B0445 



'*5' 



CMICROSWITCH JOYSTICK) 




^"'dIaS AROUND!! 

<j" J "compare ou^-cnces 





ALSO SOLD IN 
COMMODORE 
COLOURS IF 
REQUIRED, rfi 




THE ULTIMATE 
IN JOYSTICKS, 

HAS TO BE 

HANDLED TO BE 

BELIEVED. 

JUST ASK YOUR 

DEALER FOR 

THE DYNAMICS 

ARCADE 
JOYSTICK NOW! 

DYNAMICS 

DYNAMICS MARKETING LIMITED 



ORIC 



lAND M.kroB, 
Anu^Qg mn of Sitiim. 



nfinued from page 38 



Level 9 
Computing 
ftdVMturt Dutst (fl) «.W 
Colossjl Mventiirt Ifll W.'O 
OufigMn ftivtiiture Ifll t?.'0 
LorSiof TiK lAT) E9.W 
Bna«iijn KTI «.90 

Melbourne House 
Th( Hobbit lAI £1'.'5 

M.C. Lothlorien 
iohm Set ICl £b-'5 

Ti.0 Bun Turtle ISKi £t.« 
Nirlnrfl (ft) £6.'5 



Rtturti to Eirth (SF) £5.95 



Dilt) t 

Ocean So+tv 
Hunchbicl:* 
Iilind of !li)th> 
Nr Nunchy (SKI 
«r mipy* (SKI 
Read Frog (SKI 
Oric Bo-ftw. 
Cubi Cnzy (SKI 
Spici-Hiie (SFI 



Fiihy BuiiiiH! (11 
fr»nHin'i loib (Bl 
fi«iei CDiptndiui (SKI 
Lost In Spict (fll 
Oric Ink (SFI 



(fhtitioni (SFI 
PSS 

CentiptdB (SK) 
Elettro Ston ISFl 
Hopper ISKI 
Invideri (SK) 
Light Cydt ISF) 
N.ft.R.C. (SFI 
Thi (Jltri (SFI 



£b.?0 

tb.W 
£6.90 



£6.?! 
£6.95 
£6.95 
£6.95 
£6,95 
£6.95 
£6.95 



Sector 7 




Slllipick 




Starihip* 




Severn Software 


Binky Kong (CLI 


£6.9! 


Entountert (ftl 


£7,50 


Grail (DEI 


£6.95 


Ghottiin (HI 


£7.50 


Jog„r. ISKl 


£6.95 


Lodf Raider ISF) 


£B.50 


Marti (ftBI 


£6.95 


Quack a ]4ck (H) 


£7,50 


Softek 








flthiron'iRagt ISF) 


£6.95 


DracuU'! Revenge (SF 


£6.95 


Ealifiane (SFI 


£6.95 


Ice Giant (SFI 


£6.95 


Super neteori ISFI 


£6.95 



Tan^oft 

CheH (SKI '9.99 

Defence Force* (SF) '7.95 

Tht Hobbtl (RTI '14.95 

House of Death (ft) '9.99 
HoKDtlU Puiile (BK) '6.90 

Kultigaies 2 (SK) '6.90 

Dric Nunch INI '7.95 

Rat-Split ISK) ■7.9! 
Supir-Advancid 

Breakout (SKI ''.SO 

UltiH lont ISF) 'S.IO 

lodiic IBK) '9.99 

Tomorrows World 

Cute Cniy IBK) £6.9! 

Deith House (ft) £'.'5 

Kasteninder (SK) £5.9! 

Virgin 

Killer Ctverni ISFI £5.95 

Thei- a piranoid 

fintiiv CI £!■" 

Winter^df t 

Operation Ereilin (SKI £6.95 
The Rifiq al 

Dirkness (ft) £9.95 




ATTACK OF THE 
MUTANT CAMELS 

LLAMASOFT £5,0D (APPROX) 
COMMODORE 64 

SCI FI SHOOTEM UP 

This is a shoot'em up with a 
dilterence. You have to piloi a 
spaceship- Your task is to save 
Earth by weakarang and 
deslroying the giant, 
mechanical camels. These ore 
eKtreroely resilient, eo you 
need many buists ol laser (ire 
beiore they ore finally 010011—- 

You tackle one camel at ( 
time. After destroying it, yc 
proceed to the next one. Th 
radar shows you your posi 
j-elotive to the enemy, so yi 
know where to find your 
quarry. It's not as easy as 1 
sounds, though - the came 
tires bombs directly at you 
throughout each separaf 
duel. You must dodge thi 
well as the more accurate 
'nasty' bombs, which blow you 
up instantly. 

At all costs, the leading 
beast must be exterminated 
before it reaches the right- 
hand Todar screen edge, 
otherwise your sector deiences 
are penetrated and the game 
ends. Speed is therefore vital. 
Also displayed on-screen is the 
number o( the sector you are 
presently in. and your bonus 
(awarded whenever a camel if 
demobilised). The sectors dilfei 
only in Ihe level of skill 
demanded; the gameplay is ni 
different. 

Having destroyed all the 
beasts in a sector, you 
advance to Trans-Sector 
Hyperwarp (where you have t 
dodge rockets). A dazzling 
display ol graphics appears 
belbre Ihe neict sector. 

This game is unusual, but 
Euflers from an almost 
complete lack of varia 
gameplay. 
Valae3, GrapbicsS, Sound2i'i, 




CAVERNS OF MARS 

ATARI £29. 95 (ROM) 
ATARI HOME COMPUTER 

SYSTEM 
SHOOT 'EM UP 



This game is a variant oi Ihe 
arcade game scramble, but is 
tar less successiul. The major 
difference is that the game 
scrolls vertically rather than 
horizontally. Scrolling is very 
smooth and the sound, which 



ColoL 

The-- 

highest of which is barely 
challenging , In each level 

such as doglights, mazes to 
negotiate, and basic shoot-up- 
the-fuel-durops. 

The reason the game lacks 



together, you can skip any 



game locids witti an 

impressive title screen and, 

once loaded, allows for the 

Kempston or Cursor )oystic 

well as keyboard control. 

You take the role of Charlie 
Chef. He must bake a cake by 
unning lethal ingredient! 
ich as Crafty Cheese, int 

mixing laowl. This IS done 

Ihe Old ol an unlimited supply 
of flour bombs! 

Unfortunately, life is not 
simple for Charlie as the 
ingredients share Ihe pani 
drawers with all sorts of 
nastiesi Together with the 
rubbish from the dustbins, 
these nasties must be kept out 
ol the cake mixture, li they ' 
their way into the bowl tht 
more ingredients will be 
needed before the cake cc 
baked. Charlie must aim l.~ 
bombs carefully: if ingredients 
go into the dustbins then the 
greedy bin monster w 
them, 11 Charlie mane _ 
daze enough ingredients ir 
the bowl his efforts will '" " 
rewarded as a mouth w 
cake rises up from the bowl. 

Ultimate are to be 
congratulated on another 
totally addictive game. The 
graphics are cute and Ihe 
sound makes Ihe most of the 
Spectrum's limited facilities. My 
only grumble with the game ■= 
an awkward keyboard loyot 
David Uddle 

Values. G!rjphics4'-1!. Sound J, 
Gnui^pliy .} 



DIAMONDS ^ 



ULTIMATE PLAY THE GAME 
SPECTRUM 16K 
l,Ivl singlegame 
SKILL 



ENGLISH SOFTWARE 

APPROX. ElO 

ATARI HOME COMPUTER 

SYSTEM 

MAZE GAME 

Based on the popular arcade 
gameDig-Dug, in Diamonds 
you play the part ol "Digger 
Don" a hopeiul prospector. 
You musl guide "Dan" around 
using your joystick, collecting 
Diamonds as you go. While 
you are trying to lind your 
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Three CI 




■ Believe if or not, computers often suffer from amnesia. in which ttie attribules ore stored on the screen alongside Itie data, 

99"/o start off with lorge enough memories, but operating instead of taking up space in the memory 
functions like text, colour, sound and more particularly high Thus the Oric Atmos never offers less than o healthy 37K 

resolution graphics, toke brge bytes out of them. Leaving very of useable memory - even when the new colour printer and disc 

little 'useoble' memory for programming and games, drive unit are attoched. (Technical buffs see details overleaf). 

Not so the new Oric Atmos 48K. So it rivols the performance of the supposedly larger, more 

This is the one home computer that takes these normal eipensive Commodore 64K, which untortunotely loses 26K of its 



working functions in its stride. 

Unlike other home computers it uses the highly sophisticated 
serial ottribute handling method used by Viewdata and Teletext, 



' memory in high resolution grophics. 
It beats its immediole competitors like the Sindair Spectrum, 
Dragon 32K, Vic 20 and Atari 600, 



juresfor 
lesia. 




sr a third more. Micro' (November issue) to comment ... "lis sound facilities hove 

more in common with those of Ihe E-lOO Beeb, thon the rolfier 
com Electron and the BBC Micro which pathetic beep of the Spedrum.Al full volume it can compete with 

much, yet [oses 23K in high resolution most arcade games.. T 

Yet the Oric Atmos -18K costs o mere £1 70, including all the 
' surprise you, its totally in keeping with leads and adaptors you need fo get ft going. 

So if you're buying a computer, remember our name. We 
could save you a fortune onboft-ons...or wostepaper bins 



It beats the Lynn 48K,whidi costs 
yet loses 34K. 

It even beats the 

graphics. 

And while this mi 
□ compony recognised in the computer industry for perft 



Like its predecessor, the Oric-1 , the Oric Atmos has the 
«erfui loudspeoker and amplifier unit that prompted "Which 



The 



new 



Oric Atmos 48K.0RIC 



Now we've whetted your appetite, 
here's something to get your teeth into. 





Printer 




Atmos 




Micro Disc 


Technical SDecifirolions 


Tech 

CPU 


6502 A 


TedmicalSpecifications 

Formatted 1 60K bytes per side (double 




Ball Point Pen,4coloijr 


Plolhng 






Oioiceo(16Kof«KRAM 


CopocHy 


density OS standard) 


Moiling ^peed 

(horizontal) 


52mm/sBc(2,05ips) 


Memory 
(43K Model) 


16K ROMeitemal control 
siqnalsallowiiseo((Ljll6>1K 
RAM orrtiaybeusedextemolly 
toincreoKBOM/RMl 


No.ol 

Trocb 
No. of 


40(B0avoilDbleosoptionalo 
future dole) 


(veiticnl) 


73mrn/5K|lOSip5i 




Sectors 






12charadei5perse[:ond 




Bytes per 




Speed 




Longuoge 


E)nended Microsoft bosic 


S^c. 






a2mm/5lep(0.007B7ird,) 


Keyboard 








E««*ive 


S>6mm(1804,ndi)Ka«is, 




lteys,slandard compuler layaul, 


Role 




plottirg 


divded into 480 steps. (No limit 




oddilionokjisor control keys, 




^599file&per5ide,fourdnves4in 
ed,40or80lraql<.Userdefinable 


range 


inydireclion) 




oirtorepeol foalily.iodrleond 
aqausticfeedbqdi 




C^«^odera 






SS"4°5'" 








Display 


Oulpul (or Ba.W or colour TV, 
RGB outpul lor colour mom lor. 


" (Wand o quarter inch) 


CKaroders 


INT(480/n+l)-6) 




Exlensi^wi 


dcordfocilili^ 


per line 


(or0=n = 15 


TeW format 


40linexI8rovrt 


Copyallows 


merging of basic and machine 








SimilofloTeleleiitfofmot, 


code files , 




(repelilion) 






standotd ASCII double height. 


Utiiife 










flashing,B0u5erdef(noble 


TlieUtiliHes 


reas(ollov« 


(dislante) 








l.Bockup 


Copy whole disc 




l%(y-™s) 


Grophit, 


2J0, 200,8 colours 


2, Copy 
3 Del 


Copyofileloonolher 




250mElrH(825leet) 


Gnjpliit 
Sound 




Deletenfleallnwingwildcord 


«°ta. 


S- bit po'DlldUse^ STROBE 
and ACKNOWLEDGE 


omplHier.3-cE^nnel sound 


4,Dir 


Display direcloryliBling 




1B.3to35-C(65lo9S°Fl 




synlhesiser envelope conlra 1, 

omplilude control 3 octaves. 


S. Foimat 


Formol and initialise o disc 




-IOtD7l=c(.40to160°F| 




7, Load 


Loodofile (code datooi bosic 


Humid ily 


10°.»to80<;..elativenon- 






a. Proled 


Chongeproteclstalusoffile 


range 




Storage 




9. Recall 


Recoil o bosic orray from o file 


Powa 
supply 


Switchmgpowerajpplyinoul 

loo-isSfe 

200 -MD VAC 

ICP/j-wide 


Inlerfote 


Dl N socket 300 or 2400 BAUD. 

Disc Drive, 

K,'^S?/ronTS"h^ft, 


ll.Sove 
12, Store 


Rename a tile 

Serve o He (code, data ar basic 

Sloreabosicarroyosodatofi 










l3.Sys 






2Vh™ir 


Olher 


Worm reset lo regain control 







Available at Allders,Currys,Dixons, Greens, Harrods,Laskys,Rumbeiows, Spectrum and Zappo 
Computer Centres. 



**K- 



i 



eh?!). As you go around each 
screen, you are pursued by 
various adversaries. On the 
tirsl screen you ore being 
chased by "Phillips the Filler . 
H t. la 



li you reach the si <ly !u irth 
screen you will have- k und 
you( ultimate goal, (he Ijrtat 
White Diamond", 

The graphics in the game 
are quite good and the sound 
and music are excellent With 
each copy of the Diamonds 
cassette there are details 
which tell you how you can 
win a reo/ diamond now 
that's got your attention hasn I it 
Jamie Gladden 
Value 3, Graphics 3 Sound 4 
Gatnepiay 4. 



PI LITHIUM LIFT 



The object of this rather 
underwhelming game i: 
guide your spaceman a 
the grid, picking up crystal; 
you go. As you do this, you ^ 
being set upon by iour tanks 
which shoot al you from the 






3f the s( 



ichoflt! 



Itobvioush 
inspiration to Uamasoft's 
Gndmnner, but, alas, does ni 
hove the pace of that game, 
Nol a bad game but by no 
mscins fabulous. DIV 

DIMENSION 
DESTRUCTORS _ 



HENSON CONSULTANTS C5.95 
ZX SPECTRUM i6K 

SCm SHOOT T,M UP 




ARTIC COMPUTING 
SPECTRUM 4BK 
1 single game 
SCI FI SHOOT 'EM UP 

No graphics and sound are 
empl lyed in this cockpil-view, 
■ipoLe battle wllh inlergalactic 
trionjlp'- jnd various other 
nasty shapes. The idea is, 
'.urpnsingly. to zap as many of 
these as possible belore your 

The game [which rather 
remnJ«"dmeollhe 

Taiijunner) features some mce 
gnphi - and •^^und although I 

I ( t r 1 T mcljir joystick 

ndl 



n -take DW 

Values Graphics 3 Sound 3, 

Gam ep lay 3 




andth«pivjnii..t.Jo-bgiJi,'l-|.. 
are eagerly awaited. 

As the pilot of a harrier-type 
let fighter, you roust defend 
your desert city from enemy 
bombers. You do this by 
scrambling to meet them in Iht.- 
air. To re-arm and refuel you 
must keep yur eyes on the 
todar scanner and quickly 
land and take-oliw' 



isclt 



,r. The n 



^epiloi 



who fails to undertake this 
manoeuvre with skill soon 
realises )ust how easy It is to 
level his own city. 

The constantly scrolling 
landscape and realistic sound 
effects makes this game as 
much a flight aimulation as oi i 
aerial combat challenge. It hab 
been excellently conceived 
and produced to moke an all 
- action value-for-money game. 
As such, it iS worthy ol a place 
in anyone's software library, 
S, R. Uaddslena ^ 

ValueA, Graphics 4' r., Sound-: 
Gamsplay 4. 



FALCON PATROL 



SMULATORSHOOTEMUP 



s exactly 
^ t pd by luUy 

u 1 B ng ound and g ophlca 
o p oduce a colou ul 
addictive and chal eng ng 
game. Loading is ended with 
aome very impressive music 
which is well worth waiting 
\nT. The Hall of Fame is shown 



FLIP AND FLOP 

FIRST STAR SOFTWARE £24.95 
(DISC OR CASSETTE) 
ATARI HOME COMPUTER 

SYSTEM 
MAZE/CHASE 

Flip IE a kangaroo and Mitch is 
his iriend ttie monkey. Both 
have been taken away Irom 
their other Iriends at the circus 
and have been put into a zoo 
and both dre trying lo escape. 
Your lob is to help Flip and 
Mitch to return to the circus. 
The ployiield consists of a 
3-dimensional view of maze- 
like platforms. Each of ihese 
platiomis contain squares 
which must be flipped. Once 
all the squares 1 
Hipped, theploy-:i 
the next level, V\i\ 




ii-,<. odd numbered levels and 
Milch Ihs even, while hanging 
t,y his hands under ihe 
Tjlatlorms, 

There are thirty-six levels m 
!c>\al. Levels one to thirteen 
l-uiid the platiorms, with level 
-ne having the least squares 
and platforms. The higher the 
number of the level, the more 
difticult the game is. After leve 
fourteen it slarls to become a 
real chollenge. 

Mot only IS Flip and Flop a 
maze anci chase game, it is 
also a game of strategy. Each 
level has a cerloin number ai 
iicl:y squares. When either the 
iiimala or the chasers step 
iitoan>= li these squares they 

jnectly these 
[II be used to the 

I liuld has been 

pa 3-D effect and 
I Ijesjuatthol-The 
I some ol the best 
II ever see. The 
1 3 1 -I chasers all look 
,lrl] und move very 
inohl> The mus c and other 
iji d pftects have also been 
r tpll-i 1 3. H put 




V thf r 



FORBIDDEN FOREST 



COSMIE3.95 
COMMODORE 64 
1 single game 

One can really enter into the 
spirit of this game. The sound 
etfects, which ore superb, only 
add to the excitement. 

As you wander through the 
forest in stages of ever 
increasing darkness, you must 
defend yourself with bow and 
arrow from nurrlerous 

.Three lives are 
you battle with giant 
spiders, bees, frogs, a lire 
spitting dragon, skeletons, the 
snake and, finally, the 
Demogorgon htmsell. The 
Demogorgon can only be seen 
during a flash of lightning, and 
only one crack at him I'm 
afraid even if you have all 
three ol your lives lett. II 
captured by any of the 
creatures, you'll sit transfixed 
with horror as blaod runs from 



your body while they maul 
you. The third capture is fatal, 
but a nice feature ol this game 
Is that you can restart the 
game from the stage you have 
just left instead of having to go 
through each stage again. 
Four levels of ploy, ranging 
from Innocent to Crazy, eve 
available. Each level Is faster 
than the last and, wilh less 
arrows to fire, accuracy with 
your bow becomes 
Increasingly critical. 

This game requires a joysfic): 
- fire once to load bow with 
arrow; lire again to kill beasts 
of the lorest. 

Emma Elizabeth O'Brien 
Va'iif 3, GiapbicaA, Sounds. 



I Nuclear Disaster 

{Graphics! 

This IS probably the trickiest 
version i.;! ihis game type 
available. Using a robot to 
remove scientists from a leaking 
reactor, you are given sin 
levels (irom easy to impossible) 
to choose fnom. When they are 
removed and replaced In the 
decontamination centre, you 
move blocks to seal the exits. 

The impending cloud ol doom 
moves graphically into the 
disaster area, making one wish 
for joysticks on this otherwise 
enioyable game. Key control, 

1,1- GoirGropliics; 



sportsmen aiioiiR'H iLiinui^-. 
First decide how many will 
play, then choose Irom 1-18 
holes. You are in control of 
direction, and have the selection 
ol up to nine clubs, plus 
■strength ol stroke as well- 
All the hazards are presented. 
Trees, water and sand bunkers 
are ol course changed as 
each screen depicf; a new 
hole This game IS a welcome 
-,.-11., ,,,,=1. ntin.tt>th^ 



Giii 



'plny 



FROGGER 



SIERRA ON-LINE 

ATARI HOME COMPUTER 

SYSTEM 

1 Z variations 

The game Is not only fun lo 
ploy, but has the added bonus 
of great graphics and a battery 
of catchy tunes. Gameplay is 
the some as the arcade version 
and great fun. Animation is 
good but the plink-plonk sound 
of the frog soon begins to 
annoy. Colours are great and 
very bright. 

This game is a must lor every 
>nnoisseur. 



.supply ^hip. vhilck.t.viiij 

yjureyecon ihprad^i =icr'-s,n 
t_ make suie thai >ou are not 
jnfhehilllM is the theme ni 
this game. Vievnng the horizon 
through your penscope, you 
are able to dodge (sometimes!) 
depth charges, and survive lo 
iight another day. Tactics 
available are: movement of 
periscope up and down, 
together with left and tight; up 
and down of the submarine 
point of view; and firing 
irpedoes. Key control, scoring. 
Fun Pac 3 offers good grapliic 



.1 




TV GAMER JUNE -84 



The liUe may suggesl a soi 
Defender typegamebul i 
lad iheanmeisrooreofa 



I vJi : pLi I ^if iilJnlhove 
gone amii.s. DIA „ _, ^ 
Value 3, Graphics 3. Sound .!, 
Gameplay 2 . 



PROGRAM POWER 



CLIMBING 

Along the lines ol Manic 
Miner, the Spectium game, 
Ghouls doesn'l have neatly as 
many screens as Miner, It has. 
In fact, ]UEt 5 screens, but these 
■e very challenging so don't 

In the game you portray a 
sort ol Pac-Man on legs that 
both rana and jumps. He (or 
she, it is diliicvilt to tell in mode 
1) must gel to the top of the 
screen whete a big box oi 
gems is wailing. 

All 5 screens pose ditterenl 
challenges to the player and, 
an Ihc whole, this is a 
Ihorouahly good game. DW 
Value 3. Graphics 4, Sound 4. 
Gameploy^, 



HOVER BOWER 



SKILL 

An original seating and □ 
combination of arcade game 
ideas come together to lorm 
HcvGr Sower by Llamasoit: 
and it would seem lo be a 
successful formula, producing 
□ very good game, well worth 
buying. 

After "bonowmg a mower 
(rom an unsuspecting 
neighbour, ihe display 
changes to a birds-eye-view ot 
our hero, Gordon Bennel. His 
ob|eciiv(; IS to mow IBlamnsol 



diffenng shapes. He must liy to 
ovoid the irate neighbour and 
Qowerbeds, which, if mown, 
cause an equally angry 
gardener to join in the pursuit. 
Hedges are included lo 
provide a maze of sorts and to 
add to your problems of mowing, 
A ioystick is required to play 
Ihe game. Pressing the fire 

friend, Rover, lo your 

Rwer IE governed by a loyalty 
level, displayed of the bottom 
ol the screen. 11 this falls to 
zero Rover will join in the 
pursuit - foresaklng loyally! 

Graphics are good and 
sound effects realistic and 
numerous. Also, Ihe game 
ploy becomes progressively 
more difficult, which gives a 
lasting appeal to the game. 
Options are available to 
mute the combat music that 
accompanies the game, 
leaving just the sound eifects, 
A useful pause facility is also 
included OS well as the ability 






mlror 



Lawns 9- 16, however, must 
be reached using your own 
ability, G. Adamson 
Value 4, Graphics 3, Sound 4, 

GofuL-pIay 3. 




SCI FI SHOOT -EM UP 

Anirogs adaptation oi the 
Williams' coin-op Moon Pairo!, 
is neither a fallhful copy 
nor on improvement on the 

The idea, for those who don't 
know, is to cover OS mudi lunar 
temtory as possible by shooting 



tanks and lumping land mino^. 

The program allows you lo 
choose from keyboard or roosi 
ol the leading joystick interlaces, 
including Kempston, AGF and 
Sinclair Inteilacell. 

Quite a good game, but 
lacks the ScramWe-type 
atraleay element ol the coin-op 
or the VCE version, DW 
Value 3, Graphics 4, Sound 3, 
GanieplayJ.Arcade2. 

PAG MAN 

ATAHISOFTCABTIUIXJEE19 35 
TEXAS 99/4A 
l.l + l 

PacMan hos be>-i 

many other torn L 

manufacture ra ej 

themselves, Thi^ r 4 

has depth in tht g P 

anatlentiontodelaUm t 1 
by others. 

The legendary Pac-Man, 
munching through his power 
pills, is probably old hat in Ihe 
arcades vrith the advent of 
newer games, NeverthelesE, il 
IS still very satisfying to ploy in 
Ihis cartndge format. Selection 
e eadiyo- oilabe 

p e E ng he + key 



have by now, 

A good game tor all the family, 
again with Ihe well designed 
cartridge grip D. Hsmrmr 

Values, Grjphicc.4. Sour 

Gameplay4. Arcade- 4 



PITFALL U 

ACTIVISION £29.95 IV CS, 
HCE COLECOVISION) 
COMMODORE 641 



The amazing sequel to PiftaiJ. 
A special innovation, called 



5D 



D ji P pne ory Chip" 

h gameafo m dable 

s nanowh h 

15 among dedicated 

p I P tlaU Horry in 

o □ emao helncas. 
Fnraupena oP a his one 
ake age a h m 
ugh een inq e d ess 
e ad unde q o nd 
bf n ba og 
ecn e p ri a d 

d p k p etis e 




-game' 
icvieujs 

V 

you but use them wisely - you 
only gel ihtee. All in all it is o 
very gtxd gome. MartRobinson 
Value 4. Graphics 3, Sound 3, 
GameplayA. y^rcade 3'S. 



YoLi plijy Wadawo 
Ovetcrash. an American 
schoolboy who is collecLmg 
goll balls on the moat hazardous 
goli coarse I've ever seen. He ts 
confronted by giant irogs, 
alligators, boats, lawn 
mowers, logs, golf carts, 
bulldozers and o special 
hazard on levellD. 

Graphically, the game is 
superb. Animation is excelienl 
□nd colours are bnghl and 
eiiective. Three catchy tunes 
are played throughout Ihe 
games. The game records high 
scores, and iS, definitely 
addictive, Stephen James 
Value 4, Graphics 3, Sound 3, 
Gameplay 3 ''2. 
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game is excellenl, eapeciaUy 
the movement oi Slinky 
himself, and recent price cuts 
mean that it is also good value 
lor [fioney. Alan Pashby 
Value 4, Graphics 4, Sound 3, 
Gameplay 4, Arcade 3. 



SPACE PIRATES 

BUG-BYTE E7, 99 
BBC MODEL A ORB 

SCmSHOOTEMUP 

Despite the change oi title, Ihis 
game ie a succeaatul np-oH of 
(he cran-op game Rip-Offl You 
are in control of a spaceship 
buEQy pralBcling your lif epods 
Irom (yea yoti've guessed It) 
hostile, robotic, space pi rales. 
These horrible pirates have a 
very annoying habit ol flying 
close to you and exploding in 
the hope of deslroying one ol 
your shitffi. Each time you 
explode you are reincarnated 
□nd your ship is replaced by o 
lifepod. This happens until all 
six of your lliepoda are gone. 
Each lime □ pirals Is shot ot 
eitplodes you gain a point. At 
the end of the game your score 
is recorded in the lost score box 
and, if your score is high 
enough, it is also recorded in 
the high score box. The game 
does not give a loystick option 
bui the keyboard controls are 
well set out. This is a good and 
challenging game that's well 
worlh looking into. Karl Flower 
Values Graphics 3, Sound J, 



THE ADVENTURES 
OF ST. BERNARD 

CORNl-XL SOFTWARE 
ZX SPECTRUM 4BK 

single game 
SKILL 

Brandy, the toilhiul rescue dog 
ol the Alps, hears a coll for 

hslp^ someone is trapped in 
the Abominable Snowman s 
lair. Brandy must help. 

Along the way. Brandy must 
negotiate 5 stages containing 
such nasties as wolves, 
walruses and , of course the 
Snowman himself. 




Protek and AGF interfaces. 
Some nice graphics are used 
bui the sound could be put to t 
little more use, DW 
Values, Graphics 3, Sound I, 
Gam ep (ay 4. 



THE LONE RAIDER 



ATARI E14.99 

ATARI HOME COMPUTER 

SYSTEM 

1, 5 variations 

SKILL/MAZE 

In this game you lake the roll ol 
a lone raider caught in 
mankind's never-ending 
struggle against various colour 
aliens. These have captured 
your nuclear power factory so 
that they can consume the 
neutrons. The game is played 
over lour screens. In the first a 
Dying saucer beams you dovm 
outside the power plonl. Here 
you must destroy the robot 
guards that come at you faom 
both sides of the screen. You 
can move, fire and duck in 
which case the robots vrill 
';hoot each otherl Bui after you 
have destroyed them, a large 
fat Iriend of theirs appears 
which you cannot kllL You can 
only flee into the power plant 
and onto the next screen. 

On this maze screen, you 
must pick up aU of the neutron 
dots. There are three guards to 
avoid, but if you pick up one of 
the moving protons you can 
turn on them for eidra points, I 
know this is all rather tamlliar 
but there are enough 
differences to make it a good 
game. For instance, oneclevei 
variant is zap doors which pull 
you through when opened 
whether you wont to go ot not . 
There are ten levels of play 



Can best be described as a 
(hree-diraensional Carnivai v. , 
which the fairground rifle is oi 
Ack-Ack gun and the ducks, 
eic are enemy tanks which 
are trying to cross a bndge tlu 
you are defending. 

Enemy tanks have ...._- 
slates ol disrepair. One slightly 
misplaced shot can prevent u 
lank irom moving but it can still 
shoot at you, A well-placed 
shot will destroy the lank 
outright leaving a smouldering 
wreck to block the path ol oilier 
tanks. However, hit that tan,: 

in and you'll clear the p^i-l 
tor any new arrivals, makmy 
their life easier and your litf 
harder. 

The graphics and sound or- ■ 
good on this game which is 
— i'e a nice shoot 'em up. It i-- 
niL-e also Id define your own 
keys option, making it 

■ ' '> with any joystick 

;hy everyone doesn't do 



THRUSTA 




^ertJ IS a totally original game 
Tom the makers ol Arcadia. 

The player takes the port of 
ihe new waiter at □ stnct hotel. 
He slarts off in receptian armed 
with a tray and, as soon as a 
customer appears on the rtght 
liand side of the screen, the 



(whicl 



it looks) 



iS by other lifts \o the 
waving customer. As the 

TielT^es: It wilf start at 99p 
and slowly decrease as the 

has reached the customer a 
coloured gloss (the order) must 
be reached and returned to the 
customer belore the tip runs 
out. If the tip runs out the angry 
cuslomer will chase your 
waiter. To add to the 
excitement, if the waiter trips fn 
ironi o! the lift he will receive a 
warning: three warnings and 
he IS fined. Also, if the 
manager, who appears on the 
left, sees the waller trip, he will 
be fined on Ihe spot. Any 



;. Ifs ■ 



■s 3, Sound 2, 



ZAXXON 



HCS VERSION 




This is the Atari HCS \ 
the arcade game by Sega. 
After loading you are greeted 
by your ship suspended in 3-D 
space. You find yourself Hying 
over a brilliant 3-D spoce 
iortress, splattered with fuel 
dumps, aircraft, radar towers 
and brick walls. Gameploy is □ 
simple matter of blasting 



angry customers 

about lurther wa 

hard hie being a waiter! 

The score is not in points but 
cash, arising from what is leh 
!rom the tip, MiJes G, Opie 
Value 3, GraphiCL " '' '' 



DATASOFT (HCS), CBS (VCS) 
ATARI HOME COMPUTER 
SYSTEM, VCS 
1 single game 




You niuai liy between the gap 
between ihe wall and the 
force- field. This is hard at first 
but soon mastered. When 
Zoxiton himself appears, you 
must shoot hrm a number ol 
times before he shoois you. 
Gameploy is slowish at Erst, 
but on level 5 ft really hots up! 
The game is graphically great, 
butalitlle poor on sound. 
Colours are sparse but 
effective, Stephen James 
Value 4, Graphics 4, Sound 2, 
GomepJoy 3, Arcade 4 

VCS VERSION 

This version has a drawback - 
Ihe unique diagonal scrolling 
eflect oi the onginal game is 
lost. There is only so much ihal 
the programmer can do with 
the rather restricted memory ol 
theVCS, Still. Ihe new 
perspective, □ iront-to-back 
view wilh the foreground at ihe 
bottom ol Ihe screen , does 
manage to preserve the 
essence of Zaxxon for VCS 
owners- The 3-D eltect is still 
cleverly reproduced with Ihe 
shadow of the spacecraft and 
the assorted nasties, targets 
and gaps in the walls. Also still 
kept, are the two space 
platforms (the second one lias 
Zaxxon ) and the space battle. 
Graphics aren't anywhere 
near Ihe arcade version, but 
the feel of the original coin-op 
has been reasonably 
transferred. IS 

yalue 3. Graphics 2, Sound 2, 
Gameploy 3, Arcade 2 



NUMBER or PUYEBS 



iSvGOOD IS THE GiWlE? 



,to gam.. ""'"SmotoS White *••• 
1„,«..1M ">" ''°" ° ', ,.„„ol opinion, w, 
aasessmenis are on.j i- , ,j,g,i 

'^-^"•■^"SiS'iSo. 

(where applicable). 
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ZflXXON 

RAIDERS OF THE LOST ARK 

PITFALL 

RIVER RAID 

DONKEY M:aNG 

PDPEYE 

DONKEV KONG JNR 

MAMIC MINER 

Q»BERT 

ENDURO 

BURGERTIME 

THE HOBBIT 

POLE POSITION 

ATIC AT AC 

SPACE SHUTTLE 

DEFENDER 

SUPER COBRA 

TURBO 

PAC-MAN 

aeT SET WILLV 

PHOENIX 

) Nuiberi in bnrkiti indiciti lilt tonth's paiitloni 



I TRS 80 5er.Bs/Cob 



MANUFACTURER 



(CBS/Data5D*t 

lAtarii 

( Act i vidian J 

(Acti vision) 

<CBS/fltari) 



(Atari 
<Ultimi 
(Activ: 



(CeS Electi 
(Atari) 
(Bo-ftware I 
(Atari ) 



b.-f .g,i 



, (Aiori 400/800 
(uwallylihMZSOA/K) 

=reVIC!0 



...ardihai^^ 


Wa 


ICt 


uUgaifU25 


EverymonHihundredioflVGAMEKsraodenvolefortheirfnvour 
arcade listing for our readen bosed on Ihe prevraui 30 do/s' volH. 


""*- 


flefoFE 


going to press eoch monlh we (inolise the Top 1 


1 (3) STAR WARS (Atari) 


6 


(5) 


DONKEY i:ONG (Atari) 


2 (1) POLE POSITION (Atari /Nam 


CO) 7 


(-1 


MR. DO (Universal) 


3 <2V DRAGON'S LAIR (Cinematro 


ic5) Q 




DEFENDER (Williams) 


4 (t) BUCK ROGERS (Sega) 


9 


(8) 


TURBO (Sega) 


5 il! DONKEY KONG (Atari) 


lO 


<IO) 


M.A.C.H. 3 (Mylstar) 



TOP GAMES OF THE MONTH 

own, hove renlfld or have played greet deal. 
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:Qdo gome. Bui rBmeniber to vole only tor those gomes the) you 
will receive a tree year's Hibicriplian lo IV Ckimer jdecided by 
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fcmagine are probably besl 
known lor Ihelr Spectrum Scl-Fi 
shoD( 'em up Zoom, However the 
graphics, sound and challenging 
gameplay of Alchemis! far surpass 

mything used in Zoom. The obiecl 
ol this graphic adventure is to find , 
conlront and dispose ol an evil v/ar- 
lock. This warlock is, apparently, 
doing terrible, unspeakable things 
to your kingdom. So unspeakable 

■ ■ t'ttalkaboulthemlTheonly 
thing that will defeat this fiend is a 
ascroll. The problem is thol 
ill has been ripped up and 
iumed into lout objects. These ob- 
]eclE hove to be found, retrieved, 
and taken back lo your Sanctuary to 
be translormed mto Ihe scroll pjc---- ■-■ 
On hen you ha eo on 
do y u and any chance □ 



up a 



1 ki 






and sh e d 

A hem s s a la k e gan e o 
map tl an the standoid ad entu e 
game be ause of he comb ation 
of scroUing and mu boa d sc eens 
H weve everyth ng s ays ixed n 

worked out Ihe layout, and what 
and where all the various objects 
are, the game becomes more lamiliai . 
Once all lour objects are lound 
and taken back to the Sanctuary 
(one al a time, I'm alraid], you can 
proceed to (he warlocks loir, DON'T, 
under any circumstances, try to 
tackle the warlock without all four 



NAMt: AlCHEfflBI — 
^J-SiCEr £7^55 

48K- 

-TKTIBGLliliSC^ 
3 G i a ph 'm^ — 




pieces ol scroll - you would stand 
□bout as much chance ol beating 
him as would a drunk Smiirf 


1 O RCHARA TER | 




nd«hen e ^or 

m h mse a 
aa a e h 
yo o be abe 

e a can be n 
And I nJ 3S, n- 





You'll find many different objects n 

aie really needed. Here is o r 
down of what's what. 
Key: needed to unlock Ihe yellow 
door leading to Bones Chamber 
However, this chamber need on y 
be unlocked once, solhe key doesn't 




even need to be carried beyond the 

Food parcels: these nourishing, 
little green packets are invaluable 
bunt's nol wise to use Ihem before 
your stamina level dips below 40 or 
so. Tucking in when you don't need 
lo reduces the replenishment which 
could be obtained Irom the parcel 
at a later date. 

Sword(s): blue atid yellow swords 
can bo lound aiound the kingdom. 
These can be used lo kill nasties but 
it's far better lo avoid a light if you 
possibly can. Alchemists are'l 
noted for their hunky biceps. 
Bucket: found in Bones Chamber is 

Dagger: weak form i 

Sh eld: found in 

hamber, deflects some of Ihe blows 
b t is only really worth having if 
here's nothing else lo carry. 
A e: more use than a sword, al- 
hough fhe same rules apply as 
jv hlheswordandlhedagger-nol 
ally much use. 



Diamond 



e different coloured scrolls littered 
und the place. Each has a dii- 
! ent use but 1 won't divulge as it 
■ 1 ruin the game lor those who 
ven'l yet ployed und be old hat to 



SCROLL OBJECTS 



ivf 3 mentioned are the scroll 

1 1 nef=d a spell cast upon It before 
becomes a scroll objeci. To work 
it which il is, and what spell to 
,e, it might be helpful lo know that 
1 Alchemist's traditional skill is 
rning base metals into gold! D 



An evil warlock 



versus on Alchemist 



who can turn into an eagle! 
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>o. Above you lie (he yellow caver 
he left ji a locked door ond *e e 
to (he GhosJchomber. The first pit 

3L-gh( to visrJ ji (he relhw chnnifie 




■< rDthefbrfighloflhey^llow 
□ smoH white boi - DONT UNDER Al 
C/fiCUMSTANCES PICK 7HIS UP. His , 
Imp which will go off and kill yuv. 




le a bil tricky lo ovoid (oHhough H 
shouldn't prove loo much of o problem 
with prochce). The ledge iusi lo Ihe xghf ol 




3. To (he for left of (he yelloiv chomfaer 
/ou will Und a greal big key Crabholdo 



ALCHEMIST 



cocfinuedfrompdige 53 



le slteletons' loir where you ore 
anfronled byo coijple of idulli. Vou ht 
)«olk Wiraughfhefiistone tuOhe 
?co(id IS ovoldoble with o bK of pm< ' 






id chon 



ZH c 



pasf However, (he rewards ore high. 

be found, bold of ivhichiKe /eiy useftyl in 
your quest, ft's olmosl impossible fo do oil 
of this befcKE Die sonds of time run ou 





■Isewhere (NB Ihe ((onsform spell has 




you eon now proceed to find the neirf 
scroll objed. You must ga to the ghosts 
chomber. Remember (ostaj' as high as 
you cart here, thot way Ihe ghost eon'f lay 
so much as □ ghoulish finger on you Take ■ 
(he first ejiit you see leading dowrtwards. 
You should find yourielf in (he chomber of 
(edges. 
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s. 7hefe;s, howeve, 
Bewitch spell here shouU yon wan! them. 
The Bewitch spell lieezes nasties in their 
tracla (or a few seconds. 7he etit tap left 
leads to the Snaii room. 





u ore ready lo boHle with the Warlack. 
illy get past the Barrel (there's no SQle 
y SO yoiimayai well just plough 
o-jgh) you'll Knd yourself in the whie: 



mm 

1 3. Now go the some route □( before but 
keep going FintlyyouTI travel through the 
Chamber olthe Mogrc BjHerflres fa 
dagger con be found Jiere) 

srgJif However, offer j'ouVe grabbed it 
don't go straight toclc - entry on □ bit, 



ll.TheSrtr. 

sword ond a Snori [surprijei], who is 

guarding o lump of (eod. Pi^k this up ond 




1 5. We'conte to the Diamond r 
you% find a ruther useful spell entitled 
Restore which, when used does your 

slomrna ferel (which is by now probably 
llaggmgl o power of good. Now you con 




the Ghosts' lakard into Ihe Cavern of the 
Ring. Here you'll Rnd another nasty sword 
to ovord, as weH os o rrng which must be 
token boct to i^our good of sonctuory. 
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Next stop is the Warloclf's courtyard, 

top ol the screen is the entrance to the 
riocli's (oFr. CAUTION- check you 



1 9 Now you ore faze to face with tl,e 
wretched fellow, press the Spell button. If 

ey,l Warlock and your kingdom is now □ 
sofe ploce ogoin. 




pastime - eating advent' 
Rhmdie, Gnindle and Yorgle all re- 
unite on game Ihree to make the 
adventurer's life a total misery. To 
help (head venturer on his quest, he 
has several objects and good magic 
which can sometimes be bad and 
bad magic which can sometimes be 
good , The objects he has are ditfer- 
t coloured keys to unlock the 
rresponding castles, a sword to 
slay dragons, a bridge !□ cross over 
zes and catacomb walla and a 



obiects loxcopi skun diagcns) from 
difficult places in walls for instance). 
On gamestWQ and three, Warren 
Robin ftlie programmer), not content 
with turning the player into a 
nervous wreck with the dragons, 
has included a black bat which steals 
the player's objects. The bcit flies 
□round the kingdom with various 
objects and dragons (dead or alive), 
constantly thinking which object he 
should steal next. And if the object 
he wants corresponds with the 



could spell trouble with a capilal T 
Especially if the bat is carrying a ripe, 
red and ready-lor-action Rhindle 
dragon and swaps him lor your 
sword - this would spell out tragedy 
with a capital E for eaten. 

On game one there are two castle; 
- the yellow castle and the blut 
castle - and a blue labyrinth. The 
objects and creatures are hidden a: 
follows. The yellow key is near iht 
yellow castle and the sword is inside 
The black key is being guarded by 
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caslle (which 

.nlh!). You'll also Bnd o blue laybr- 
inth (the same as gome one) and two 
sels cit CQlacombs (ol which you can 

the black caslle and the olher situ- 
ated bensith the great corridar. 
The while caslle can be found by 
winding your way through the 



«thec 



and 



up. Leaving the st 



Gturidle, in one oi Ihe dungeons. 
The bndge is strategically placed in 
the blue labyrinth, and the chalice 
□nd the magnet can be found tn the 
■ ilack castle. Yorgle can normally 
le found in the great corridor. If not, 
he has either gone on a )immy 
Saville Awayday Special or is 
hidden inside Ihe black castle. The 
objects always remain in Ihe some 
:e each time you play game 
'. In all the games Yorgle runs 



ttomlhe; 
On game t 












Ihe left going 
■n at Ihe right 
will l3ring you to a set of dungeons. 
The objects and creatures are 
hidden in gome Iwo as fallows. The 
golden key and the bridge are in 
Ihe catacombs below Ihe great 
corridor. The sword is oulside Ihe 
yellow caslle, bul nol for long 

le the bat swoops down and 

!S il. The key to the white castle is 

1 ihe blue labyrinth and the key 

lo the biackcastleishiddenina 

secret room in the red labyrinth 

inside the while castle. To reach 

the secret room you need to 

use the bridge. The magnel 

can be found in the dungeon 

beneath the white castle. Soon 

alter you start the game, 

Grundle {the green dragon) 

end of the great corridor, 

Yorgle can be found Inside 

Ihe white castle and Rhindle 

can be found inside the black 

castle, guarding the chalice. 

Although oil the objects remain in 
the same place each time you play 
game two, the gome is stillconsid 
ered to be Ihe most complex on 
the cartridge by avid adventurers. 

Game three is pretty much the 
same as game two except for one 
small, but not very favourable, 
difference. All the objects are 
scattered around the kingdom 
randomly and now and again you 
get one ol the keys locked inside its 
corresponding castle (normally the 
golden key), preventing the adven- 
turer from completing his task, 

FommaLl, I ' 
on game one there ii 
that always places the objects, 
dragons etc, in the same place. 

To recognise the game you have 
lo reset so that you ore outside the 
yellow castle gates and go down 



SPECIFICATION^ 

NAWEt ADNflNTUK- 
SUPPUER:ATftRH- 
PRICE: £19.95- -- 
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into the great corridor. Ii you then 
see the black key this is the gome 
you wanl. Ii nol select and try 

magnet outside the yellow castie 
but do not worry - as long as Ihe 
blackkeyisinthe great corridor you 
are safe. The objects and creatures 
are hidden as lollows. The sword is 
hidden in the catacombs beneath 
the very end oi ihe greal corridor. 
The bridge is being guarded by 
Grundle in the blue labyrinth. The 
white and yellow keys are also liidden 
inside Ihe blue labyrinth. The while 
key is stuck inside a wall which you 
can get lo by croshing into it. And 
you will come across Ihe yellow key 
on your journey to the black castle. 
As previously mentioned, the block 
key is inside Ihe great corridor. The 

bul is most commonly found in the 
black castle. The chalice can also 
be found in the black castle, along 
wilh the bat, Rhindle and Yorgle 
can be found entering Ihe great corri- 
dor just after Ihe start of the game. 



There are two ways ol doing this - a 
short way by usfng the bridge and a 
more complex way without using 
the bndge. 
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continued from pi 



b57 



'irsi. With the bridge: 

Go iiilo the labyrinth and keep 
n moving righl unlil you go off 
::reen and start crashing into a wall 

2 Go up, righiand then down until 
you go oli screen 

3 Move right and then go up oif 
the lop oi the screen. Keep on going 
until you are confronted by a wail 






ilell 



□nd into the next screen 

5 Move righl and drop the bridge 
o that it sticks out over both edges 

of the wall in front oi you 

6 Cross the bridge and move right 
e corridor and then go 

up [oft screen) and you will be a! the 
entrance to the black caatle. 
To get out of the labyrinth: 

1 Move down, back into the blue 
labyrinth 

2 CroEE the bridge, move left and 
then down and go onto the next 

n below 

3 Move right and go down the thin 
corridor until you go off the bottom 
of the screen again. 

Move left and go up into the next 

5 Keep on moving up until you 
crash into a wall, then move left 
and go down into the turning. Move 
lefl again and go oH screen 

6 Carry on moving left unlil you 
come to the next downward tummg. 
Go down ond you will be in the great 

Second, w:!iiout !lie bridge: 

i Enter the labyrinth and keep on 

ving left until you go oil 
and start crashing into a wall 



2 Move up until you crash inti 
another wall and go right off screei 

3 Move up and left into the nex 

4 Move up and into the next screei 

5 Move right and off screen ye 

6 Move up right and up again ■ 
you should be standing in a Ion; 
corridor, if not try again 

7 Move right " 



Go t( 



the c 



if the 



and start moving up 

at the black castle 

To get back ttirough (he labyrinth: 

1 Move down until you can move 
down no further and wind your way 
to the left oli screen 

2 You will be in a long corridor, 
below you is a wall with two 
openings in it. Take the opening on 
the left 

3 Wind your way leH off screen 

4 Go down off screen 

5 Go right off screen 

6 Move down and left off screen 

7 Go down the lirst turning you 
reat-h and move right off screen 

8 Exit the labyrinth 



1 Mc 

from the great corridor, 
can move no further 

2 Move right until you can move 
no further and then move down until 
you can not go any further 

3 Move right off ! 



olfs< 

5 You should now be in a comdor 
G Go up off the top of the screen and 
emerge at the white castle gates 
To get bacic to the great carrldor 

1 Go back into the catacombs and 
go up off screen 

2 Move left off screen and then go 
up until.you can go no further 

3 Move left until you are at the top 
centre-point of the screen 

4 Move up and you will find your- 
self in the great corridor 

To Teach ttie dungeons through 



these 




Enter the catacombs and move 
down until you can go no further 

2 Move lefl until you crash into a 
catacombe wall and move down 
until you can go no further 

3 Move left off screen and go down 

4 Move right and you will be in the 
setof dungeons 

To get ixick out again: 

1 Stand so that the odventurer is 
touching the top dungeon wall and 
move left into (he catacombs until 
you can go no further 

2 Move up off a screen and then 
g 3 right off screen 

3 Move up until youcometoastop 

4 Move nght and go to the top 
centre of the screen 

5 Move up and you ore out 




EHil 





isfe..- 



^dVenture 



by o wall. 

Move nghl unlil you are stopped 
by another wall and move down [off 

5en) right and up oil screen, 
3 Keep on going up unlil you slop 
against a wall. Drop the bridge 
s ihe wall 30 that the bridge 
overlaps both sides (of the wall) and 

Move right oil screen 

Keep on moving right until you 
3me to a corridor beneath you and 
go down either the left or right 
turnings. This is the secret room. 
To gel back ham the secret room. 
1 Go back up the turning you came 
wn and go olf screen unlil you 
reach the lop. 

Move left until you go offscreen, 

3 Go back down through the 
bridge and go dcron off screen until 

1 wall. Move up and ofl 

4 Move left and keep on going 
intil you leave the white castle. 

To get rid of the bat in games two 
St drop him inside 

the yellow caslle [making sure there 
e no other objects there). Fingers 
ossed he will "wrap around" the 
reen and continue to do so through- 
it the game. Only go back to the 
LStle when you are not holding 

any obiecls. 



1 Pick up the golden key, enter the 
castle and pick up the sword, 

2 Come out of the castle and go to 
the left end of the great corridor 
where you will encounter Yorgle. 
Slay him. 

3 Go back to the right end al the 
corridor and go into the dungeon, 
SloyGrundle, pick up the black key 
and head for the black castle. 

i Unlock the caslle, enter and drop 

the black key. 

5 Collect Ihe chalice, come out of 
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the black castle and go back to the 
yellow castle. 

G Enter the castle with the chalice 
and complete the game. 



5l the g( 






iwiUst 



the bat fly past the sword. 

2 Pick up the bat (with Ihe sword] 
and go to the right end oi the great 
corridor where you will encounter 
Grundle. Slay him. 

3 Take the bat through Ihe cata- 
combs and make him swop the 
sword for the golden key. 

4 Take the bat back to the golden 
castle and enter. Drop the bat inside 
so he "wraps around". He should 
not bother you again. 

5 Go to the blue labyrinth and find 
your vroy through to the while key. 

6 Pick up the key and to the white 
castle. Do not enter, just drop the 

7 Go and collect the sword from 
the catacombs, take it back to the 
white castle and leave it there. 

B Unlock the castle, drop the key 
and quickly go back and collect the 
sword. 

9 Yorgle will approach you. Slay 
him, 

10 Drop the sword and go and 
collect the bridge from the 
catacombs. 

1 1 Take the bridge inside the white 
castle and go to the secret room. 

12 Pick up the black key, retrace 
your steps and go to ihe black castle. 
Drop the key oulside. Do likewise 
for the sword, 

13 Enter with the black key, leave 
it and bring in Ihe sword. 



14 Room the catacombs until you 
encounter Hhindle and, if possible, 

15 Pick up the chalice, wind you 
way back through the cotacombs 
and blue labyrinth and go to the 
yellow caslle. 

16 Enter with the chalice and 
complete Ihe game. 

Game 3: 

Find the special game as mentioned 

before and proceed as follows; 

1 Reset the game and go to the 
catacombs beneath the great 
corridor. Find Ihe sword and pick 

2 Go back up to the corridor and 
you will see Rhlndle and Yorgle 
emerging from Ihe right-hand side 
of the screen. Slay them both with 
your sword. 

3 Keep the sword and go to the 
blue labyrinth. As soon as you enter 
you will encounter Grundle, Slay 
him with your sword. 

4 Go through the labyrinth until 
you come across the golden key. 
Pick it up and go and unlock the 
yellow caslle. Leave the key. 

5 Go and collect the black key 
from the great corridor. Go to the 
black castle and enter. 
G Go to the catacombs and find 
the chalice. If Ihe bat has stolen it, 
swop it for Ihe key. 

7 Take Ihe chalice back Ihrougt 
the catacombs and labyrinth. Go to 
the golden castle and complete your 
task. 

Adventure is one of the ir 
enthralling games you can buy for 
Ihe Atari 26(M and any adventure 
enthusiast should not be without it 
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nvauld be very grateful if you 
could supply me with some 
infoimalion concerning Atari 
home computers, I am interested 
in buying the Alar: SOO but hove 
been told there is now one on the 
market which is cheaper. We are 
□bout to buy for a 13-year-old and 
would be grateful if you could 

A, PALMER. Dublin 8 

I You could look □! the Alari 600XL 
ew In out March issue, or, ii 
con wait b month, read our 
er's Guide in the July issue. DW 



Do you know if Mr. Do can be 
played on the Atari console? Also, 
what games do you get with the 
Atari VCS , Pao-Mon or Combat'! 
JEREMY CLARK, Mhtield, W. Yorks 

A VCS version of Mr, Do is oi. its 
way. Pac-Man is now the gume 
that comes With the VCS, but old 



title SI 



i? I fii 



when I switched on the new game 
for Intellivision called Beam rider 
by Acllvision. The first title screen 
you see says "Beam rider, 
copyright 1983, Act i vision", which 
is as you would expect. Then 
when you press the reset button, 
the screen goes blank and you 
catch sight of another title screen 
which says "Mattel Electronics 



presents Beam rider, copyright 

1982. Mattel", This seems unusual 

as the two titles are tot difierent 

companies. I've also noticed the 

same kind of thing on Imagic's 

Dracula. 

ALLAN SMHJJE, Ash (on- under -Lyne 

The reason lor the two screens is 
pari of cm early Mattel ploy to 
prevent third-party soitware. The 
Mattel title screen is needed to 
access the CPU (central processing 
urut). This screen has to be displayed 
for □ fraction of a second (the 
computer doesn't need to read it 
for as long as we do) In order that 
the game be acknowledged. The 
second screen cfppeura on all 
Mattel Inlelliviaion compotible 
software but it is not always os 
visible CIS it is in Beciririder. D. W. 



I own a video end electronic 
games shop, and have taken yoi 
magazine, TV Gamer, s 

was surprised to see a letter from 



il first 
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Robert Barnes of Winslow, Bucks 
saying he cannot find a shop thai 
rents out Coleco games. Well, as 
you say in your editor's reply tp 
his letter, "Has anyone out there 
found a Colecovision rental 
shop?". It's □ pity Robert doesn't 
live here in Gillingham, as we've 
been renting Coleco consoles and 
a large range of games for over a 
month now and find them 
extremely popular. In i act, we 
have Q job keeping up with 
demand. 




console and about a dozen 
games f lind them most 
absorbing interesting and 
addictive so I would like to add 
in reply to another letter you've 
printed from Paul Finch of 
Coventry, he must be pretty hard 
to please. II he became "bored 
still" alter only one hour, I wonde 
what he would make of poor old 
Atari or Intellivision! 
LT. WILLIAMS, Gillingham. Ker 



computer) would be coming out 
for the Colecovision which would 
boost its present memory up to 
I28K. 1 wonder if you could verily 
this, and also tell me when the 
game SliJher will be available in 
the shops. 
JOHN FAFEHAM. SJiirebrooA, Nolls 

The Adam will give you BOK not 
128K. However, an expander lor 
the Adam is on its way and this 
wlli give n&i- Shlber will be out 
very soon - look lor a review in 
nest mcrilhE issue. DW 




No news on Foodbght os yet. As k 
Buck Rogers, well, Coleco own Ihi 
rights to this gome so, the chancei 
ore. a VCS version of this game 
will be available soon after the 
nppenrance of the ADAM/Coleco 

v...]. ion. rw 



Minefield 13, you may move on Id 
another type of screen." I have 
made it to screen 13 to see what M 
was like and found it to be the 
same as all the others. Does this 
mean something is wrong with 
my Vecfrex? 

S. PEARCE 

It seems that whoever wrote the 
instruction book to Mine Storm 
made a bit ol a boo-boo. All 1 can 

soy IS that It wasn't rne, honesti DW 



f wonder if anyone wants to buy a 
CBS Colecovision and Turbo 
module for£l50 [in prime 
condition, since 1 only got it at 
Christmas) together with Donkey 
Kong and Turbo. I'm thinking of 



lid 



lellin 



I don't think you'll get quite o 
much as you hope tor your 
merchandise as the price oi 
Colecos has gone down sine 
model was boughl and G 1 50 
now buy a brand new system, 
including the Turbo module. 
However, if anyone wants lo mokt 
an olfer, then drop me □ line and 
I'll forward it on, DW 



I recently heard that Milton 
Bradley have decided lo 
discontinue the Veclrex system. 
This hod disappointed me a great 
deal. I thought that they were 
progressing well, what with a 
computer keyboard, 3D glasses 
and umpteen cartridges 
scheduled to come out in the near 
future. What I would like to know 
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a if the above products will 
I actually still be released as 

at are Ihey going to be 
I scrapped? Also, will there be any 
' chance oi another company 
1 taking over production of the 
I Vectiex? 

IAIN MCUNTOCK. East Kilbridge, 
Glasgow 

I Nobody really knows whal will 
1 happen to the promised games 
and penpherals. MB won'l tell us 
anything concrete. We, too, feel 
that it is a great pity about 
3 Vectrex. DW 



I Are CBS bringing out any games 
" tiilar to Treasures al Tansim or 
E Cloudy MounlQiti iot the 

"^lecovision in the near iulure? 
BILL MORAN, HaveuU, Suffolk 



j Wehavenodelmiieinlo. on 
' graphic adventures (aporl iron 
I Dragons Lair, ol course). DW 



Have 



e you heard of plans for ai 
I expansion module number 4 fi 
; the CBS Colecovision console 
n a Colecovision console a 
j would like to see a iruit machi 
I for the system which would be 








1, knowing how powerful the 
1 console is; Intellivision have a 

STEPHEN CHAPMAN. 
Sou iJi amp Ion, Hampshire 

j Sounds like a good idea, II our 
iriends at Coleco are reading this 
then maybe they'll put the idea 



Do you know it Atari have 
produced their arcade hit Slor 
Wars for the VCS. I hope so, it's 
BKcellentl I realise it's o 
Vectorscan graphic game, but 
Atari have already translated 
BallJezone inio Q Rasters can 
game and they made a great job 
of that. 

Also, in the Autumn issue oi TV 
garnet, you mentioned, in the 
Atari system review, that there 
was a voice controlled game in 
the U.S. 

- could you tell me what it's 
called and if it is lo be launched 
in the UK? 
STEVEN WOOD. Paitishead. Avon 

The bad news is that Star Wars will 
not be released by Atari; the good 
news is thai it will, in fact, be 
released by Parker in Ih© very 
near future. As tor the voice, I'm 
afraid Atari have cancelled this 
idea. DW 
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1 am the owner ol a Spectra video 
Compumate Uor Ihe Alari) and am 
in need of some tapes and 
cartridges. I have looked on the 
leaflets which ! got with the 
keyboard but the only address I 
con see is in the USA or Hong 
Kong. I'm writing in Ihe hope of 
getting some games for the 
keyboard. Could you send me 
some information and a price list 
o) the tapes? 

NO NAME GIVEN 

Al present, I'm afroid, there are no 
games or programs tor Ihe 
Compumate. A lew educational 
ones ars planned for the near 

iiilure, but who knows? DW 



Two questions. Are CBS going to 
make any more cartridges for use 
with the Turbo controller? And is 
it true that I hey are making a 
Laser Disc attachment tor 
Colecovision? 

I'm also writing to enquire 
when the CBS cartridges Time 
Pilol, Sub floe and I'icfojy and 
Parker's Gj'russ, will be in the 

R. HODGSON HeUlord 

Good news, Iho secoi d qarre 
usethe Turbo Dr.veM»l It- 
called ftlstap which wp vllr-/ 
in the next issue, and La erD 
player is on Ihecardi lu i-<- n 
thcyear. Finally, all httai / 
mentioned will be ou il rlly Ic 
the ColsL-ovision so kei=F o It- k 



In reply to Paul Finch's letter in 
the April issue, maybe 1 was a bit 
over enthusiastic about the 
Coleco machine but I definitely 
don't think it is boring. It could be 
that he is loo used to playing the 
arcade versions, designed purely 
to take your money quickly but 
still hold your interest long 
enough for you to feed more in. 

An easy way of not getting 
bored with Ihe games is to hire 
them. Perhops both him and 
Robert Barnes (of the same issue) 
should try the club 1 use. It is run 
by Marlene Ryan, called M.D.M. 
Computer Software, ol Nelson, 



Lancoshire. You can hire games 
from one to four weeks and, if you 
wish to buy the game you like, the 
hire charge is deducted from the 

?ent toyou. 

One last word. In mony high 
street shops Coleco' s price has 
dropped. At under £100, it must 
now be a serious contender to the 
Atari 2600. Unless, ol course, the 
Atari gets cheaper? 

TREVOR EDWARDS, Siieerness, 



I read Mike Lewis' article about 
The Hobbil with interest. 1 have 
been playing the game now lot 
about a month and have managed 
a score of 67.5 percent - so I am 
"on the way ", The place I always 
gel stuck, however, is the bulbous 
eyes (despite having tried, what 



seems like, everything). Could 
you please tell me what 1 have to 
do to get pass them? 
LESLEY FORMAN. West Biidgloid \ 

No doubt you saw the photo in our 
April issue ol TV Gcijner, which 
showed our own fruitless allempl 
ot escaping the bulbous eyes (Ihe 
game ended and we got 12,5 
percent]. However, armed with "A 
Guide to Playing the Hobbil" (£3.95 
from Melbourne House), we hove 
found the answer. 

"If you do see the pale bulbous 
eyes (and they see you) yoti can 
escape them by typing the 
direction you came from followed 
by WATT and then the directions 
again." DW 
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LORDS OF TIME 



LEVEL 9 COMPUTING £9.90 
BBC MODEL B 
TEXT ADVENTURE 

iji adventures by Sue Gazzard. 
The game is well up to the 
usual level ol Level 9's 
products, with last response 
and detailed error messages. 
The game comes with a 
boofcist explaining your task. 

You have had a slronge 
hountmg dream, which leaves 
you with □ quest - to collect 
various items and to cast them 
into a cauldron. Only by doing 
this, con you stop the evil Lords 
of Time. The objects you have 
to collect are scattered through 
ditferenl time zones, and you 
must travel through them in a 
grandfather clock. Your first 
obieciive is to work out how to 
operate the thing! 

The game is really a series of 
separate adventures in one, as 
you meet dinosaurs, tooth 

What makes the game 
excellent is the care and 

attention that has tieen 
devoted to the descriptions. 

rt the game debugging 



your la 
Mii:,-- 1.1 



s' advor 



PHILOSOPHERS 
QUEST 



ACORNSOFT £9.35 
BBC MODEL B 
TEXT ADVENTURE 

This was one of Acomsoft's first 
adventures for the BBC {and 
indeed one of the first 
adventures by anyone) and 11 
IS still one of the very best. 
You start the game m a shop 






You must choose two from 
hrop wh ch ones? You px 

h h p and mo e= n 



ava ahe A 1 he pu .7 es ire 

gical bu they certainly 
aren t easy! i ve been been 
playing this game since It 
appeared, off and on, and 1 
still keep coming back to II, Buy 
it and brush up on your 
philosophy a little - you'll need 
il! By the way, anyone found 
the dog yel? Or worked out 

what Blach means, or 

Mike Lewis 



PROJECT VOLCANO 



MISSION SOFTWARE £6.95 
2 X SPECTRUM 48K 
I single game 
ADVENTURE GRAPHICS/TEXT 

A spy oriented Adventure 
game in which you liave to 
work your way through 
various levels of an enemy 
mslal lotion. Eventually, you 
will find the hidden Computer 
Complex which must be 
erased using ttte destruct code 
that you find along the way. 
In addition to the tape, you 
are equipped with a small 
folder containting a lot ol 
relevant inlormatlon about 

blueprints, codes, names ol lop 
olliclals and tfieir swIss bank 

This makes a good 3-D maze 

than fivoiage gome. DW 



QUEST FOR THE 
RINGS 



PHILIPS G 7000 
2 variations 
ARCADE ADVENTURE 



combine forces to beat Ihe 
computer. To move across th 
board, players come to 
localions where they must fighl 
nasties on screen before they 
can go on. There are four 
different screens: dungeons, 
shifting caverns, fiery pits and 

kinds of baddies. Most screens 
;an be beaten by one player 
alone, but drogons can only be 
outflanked where both players 
operate, one sacnfices his 
n while the other slips pasi 
the dragon.- JS 
Value3':: Graphics 2' v., 
So\ind2 Gameplay 3 ' .■ . 



GRAPHIC ADVENTURE 

fce/y puts you In the guise of 
vise old wizard whose task it 
o rid the world ol an evil 
cromancer and his demonic 
-van Is. To destroy them all, 
you must journey through 

^ns avoiding noEf ies and 
picking up useful and/or 
valuable Items, without 
[doming a cropper. 

All 15screensoI this multi- 
boord adventure are 
horizontally connected, so you 
er have to go up or down to 
find them. You can, 

/ever, fly to the top ol the 
ien in order to avoid the 
rejects Irom a thriller video or 
to exit through a door located 
a I the top left of Ihe screen. 

The ultimate objective Is to 
take the correct object to 
screen 15 (Slonehenge)and 
oiler it. II It Is the correct object, 

■romancer and his goons 
will be vanquished forever. If 
it's wrong, you're dead. 
Those of you who like 
Alchemist will probably go lor 
one as well, even though It 
5! as complex. DW 






SPACE ADVENTURE 



VIRGIN GAMES £7,95 
BBC MODELS 
ARCADE ADVENTURE 



T.jijsl I lie crystals, you mu^. 
find the keys lo the rooms Ihey 

yuciidmg these. When you 
enter □ room you may be laced 
with one or two robots. These 
must be deslroyed before you 
con leave the room. Scattered 
Lhroughoiit the sliip are 
poweTpacks, which are vital as 
they power your laser, blaster 
andpowerpack. 

The game is interesting to 
play, but lacks the addictive 

ither robot shoot- 



ups, such as Rofaotron. Thett 
are loo few opponents and the 

action is lor too slow. The 
crystal collecting livens up the 
game slightly, but the gome 
isn't reolly worth its EB price tag. 



SPACE ISLAND 



TERMINAL SOFTWARE EB.95 
48K Spectrum 
GRAPHIC ADVENTURE 

Tlio flashy packaging on this 
gome offers "Slick machine 

keep you on your toes ... a 

inside your computer ..." The 
scenario is (hat there is a 
dangerous time distortion 
around the planet Zyro. Your 
spaceship is parked above a 
group oi volcanic islands and 
you control an andtoid who is 
on the ground. 

Despite the claims on the 
packaging that the gome and 
Ihe display is slick machine- 
code, I have my doubts as the 
main part of the program, a\ 




representing areas [ 

You control a small cross 
which represents your android 
which you can move with the 
■ keys. The idea is to 



e the ci 



D that it 



o block dot, and then 
a text message appears on the 
screen describing what you 
have found there. This isn't 
particularly easy as the cross 
moves con tin uously, and your 
android drovpns if he foils in 
the sea. When the location has 
been revealed, you can press 
space to reveal the vocabulary 
of actions open lo you. This is 
very limited, and consists ol 
pressing one key - G lor Get, D 
for Drop, 



ickly g 



eof 



graphics of an arcade 
adventure. There are plenty ol 
much better programs 
availoble for the Spectrum, 



TANSOFTEa.90 

ORIC 4aK 

TEXT ADVENTURE 



■k of halfwoy-deceni 
tware around then, 
impared wilh adventures 
w available on the Oric, 






such OS The Hubbn. Zodiac 
shows its age and poor quality. 

The game is written purely 
in BASIC which results in o 
slow response and o reduced 
number oi locations. The object 
of the adventure is to collect 
various ilems □ssocioted with 
the Zodiac, while exploring a 
house. The gome is interesting, 
but has short descriptions and 
a fairly limited vocabulary. 
Good use IS made of sound 
though (rare in most 
adventures) with the Archer's 
theme coming from a radio ot 

The game is fairly simple to 
solve, sol wouldn't suagosl il if 
you're an experienced 
adventurer. However it might 
be worth buying if you aie-u 
beginner, even if £10 IS a lot for 
a BASIC adventure, Mike Lewis 



ZORGON CASTLE 



I.J.K. £8.50 
ORIC-1, 4eK 
ARCADE ADVENTURE 

This IS probably the best game 
around for the ORiC and is in 
Ihe class jf Manic Miner. 

Your loak is to complete four 
missions and the rescue the 
prini.e'^ Roz, who is held in the 
Zorgon Castle. In three of the 

^mmated figure which can run 
and [ump The fourth mission, 
however is a Scramble type 
game and is simple compared 
wilh the other three. 

In each mission you have lo 
find a magic slone; il you 
complele all Ihe missions you 
ore able to enter Ihe Zorgon 
Caslle. 

Now you are confronted with 
another screen. In this you 
again control the animated 
ligure. You have to run along 
the screen to pull a rope, 
which fires .a cannon towards 
the Zorgon King, When 
crossing Ihe screen you have 
to jump over insects which fi te- 
stings at you: but when Ihe 
bridge collapses, the king falls 
to his death. S(uar( Croat 
Value 4. Graphics 4, Sound 2, 



REVIEWERS WANTED 

VIC-20, COMMODOItE 64, BBC B, SPEGRUM, OBIC, AQUARIUS, DRAGON 32 



Do you own a home computer? Caif you write? Send us □ 
review of your fovourile gome ond, il we like your review, we'l 
osk you to join our reviewer's panel. 

Reviewers on our panel ore sent \he ve^ lolest computer 
cossetle games, and after sending ui Hieir reviews, will keep 
llie cassettes For themselves. 

Details? Just complete the form below or a copy of it and 
send ittouswith your somple review, 



Style notes 

Sample reviews shouU be 1 00-250 words, and should 
contain gome volue ratings (see "How pood is the gome?' 
in ttie Guide to Lisfings on page 48 of tfiis issue of TV 
GonTer). Reviews appearing in Games from the Movies (pp 
12-15] and the New Gomes (pp 45-48], will give on 
impression of the style required. It is only necessary to 
prepare one sample review. 



signature of a parent or guardian 



I would like to join your reviewer's ponel. If I am 
selected, I understand that in exc^□ngB for writing reviews of 
game cassettes sent to me by TVGomer, I will normally be able 
to keep the cossettes. 



-_l 




Back Numbers 

Oui lusl monllily issue, Murcli ISW, covered: In-depth Renews - Might Slolkei, Pitfoll, Mr Do; 
Systems - The new Atari G00X2 compulan Gomes Delivery - Guide to mrts, cossettes, floppies, 
Diiaodnves etc: Theflicnde Scerie - LasetaomeE: Siy Wara- Training fighlei pilots in mego-buek 
simutolois; Special renews - Tank games. 

TV Gamer's April 19M iaSLe covered In depth rewewsYor's flevenge. Haiders ol the Lost Ark 
IfiiBt port), S/sfema-The Sinclair compuleis, Tie irarfeSfcana. Bubbles, Sinialnr. CryEtal 
Casllas, Star Wora, SpacjoJ fsaJure: Adventure games, intemaiKBrilain's own Woiid Atari 



Researcb: US Psychologiats give screen gameB the 
The Nay 1981 Issue covered In depth reviews: Mi 

(canciudedt, Synems Sharp MZ-7110, Teios TI-99'4A, 



OK.S 



^ws.' Space Cockpit g 
solllie Lost Ark 
e- Three more gcrae; 



o/WGomer. □March J9W 
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A COMPLETE PACKAGE - ALL THIS FOR £499! 

*80K'RAIVI|Expto144K| 

* Full Stroke Keyboard 

* 256K Data Storage Unit 

* Daisywiieel Printer 

* Built-in Word Processing 

* Bucl( Rogers Arcade Game 

* Coiecovision Compatible 




yi ^WW#T r-a«^ ■ . 
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ADAM - £499 



11 n'Pft'^^Ti'fYEEfi 

75 KEY FULL STROKE KEYHOl 



MEMOHY CONSOLE & DATA Dfl VE 



DAISYWHEEL PRtNTER 
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CO M PHEHENSIVE INSTRUCTIONS 




COLECOVISiON GAMES CONSOLE 



QUITE SIMPLY VALUE FOR MONEV 



ODDER NOW OR SEND FOR A FREE COLOUR BROCHURE 

To. SILICA SHOP LTD. Dapt TGA Q5B4. 1 4 The Maws. Halherley Road. 
Sldcup, Kent DA14 4DX TalBphnnB: 01-309 1111 or 01-301 1111 

LITERATURE REQUEST: 



OHPER REOUEST: 



rME^99-£99( £598 in: VAT 



■gxi 



KICK-OFF 

^the latest in the line of 
magical programs for 
\the Commodore 64 
from bubble bus 



A unique game based on 
the famous Table 
Football game with 
moving rods through the 
players. Amazing 
graphics and music. For 
one or two players. Two 
players use two joystick? 
simultaneously. Machine 




87 High Street, Tonbridge 
Kent TN9 1 RX 
Telephone: 0732 355962 
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WORKSHOPS, CENTHESOFT 



